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A Universe exists where 
the long forgotten struggles 
between ancient beings of 
indescribable power have 
left intergalactic scars 
across the great expanse 
of space ... 
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“the game that will change 
role-playing forever...” 
- Inquest 


“...а finely-crafted, 
incredibly in-depth RPG.” 
- IGN PC 


“| has the potential to 
become the ultimate 
role-playing game.” 

- Computer Gaming World 


From the Developer of Baldur’s Gate, Tales of the Sword Coast, 
Baldur’s Gate ІІ: Shadows of Amn, and Baldur’s Gate ІІ: Throne of Bhaal. 


CONTENTS 


cgm * issue 159 


34 COVER FEA E 


Sim-ply : э 
Monumental 


A look inside the phenomenon 
that is The Sims, including its 
history, and a look at its future 
in the form of The Sims Online. |, 
Serious hardcore gamers may 
hate this series, but should 
they? If Drew Carrey loves it, 
can it be all bad? Read the 
article and find out. 
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Congress is ready to further restrict fair use; 


Hut $ EDITORIAL 
it’s time for it to stop 


Editor-in-Chief Steve Bauman 


On March 21st, Fritz Hollings, the Democratic Senator from South Carolina, introduced a 
bill called the “Consumer Broadband and Digital Television Promotion Act” (CBDTPA). It 
prohibits the sale or distribution of nearly any kind of electronic device—from an MP3 
player to a CD-RW to the hard drive in your PC—unless it meets copy protection standards 
set by the federal government, specifically the Federal Communications Commission. 

“A lack of security has enabled significant copyright piracy, which drains America’s 
content industries to the tune of billions of dollars every year,” said Hollings in a prepared 
statement accompanying the announcement of the bill. “Any device that can legitimately 
play, copy or electronically transmit one or more categories of media also can be misused 
for illegal copyright infringement, unless special protection technologies are incorporated.” 

In other words, Hollings, the five senators who co-sponsored the bill, and the enter- 
tainment industry that supports/lobbied for this legislation, assumes its customers and 
constituents are thieves because they possess devices that can be used for illegal pur- 
poses. They’re throwing down roadblocks that violate the spirit of fair use, the rights 
consumers have for their legally purchased copies of a copyrighted work. Already 
today, you have almost no legal rights to much of the media you’ve purchased; if this 
bill passes, in some form or another, there’s a good chance you wouldn’t be able to 
loan a friend a game, an e-book, or a music CD. The CBDTPA tramples all over the 
rights guaranteed by landmark cases such as the Betamax ruling which allowed the 
VCR to flourish (ironically, media companies initially opposed it only to later turn it 
into a huge source of revenue), or those that resulted in the Home Recording Act. 

“Historically, our country has enjoyed a balance between the rights of copyright 
holders and the rights of citizens who legally acquire copyrighted works,” says digi- 
talconsumer.org, an organization that opposes this kind of legislation. “Recent copy- 
right legislation has eroded that balance to the detriment of consumers.” 

No kidding. Media companies are scared, and face it, some of their fears are justi- 
fied. A new generation of young consumers views free downloadable music, movies, 
and games as a right as opposed to a privilege. There’s a sense of entitlement sur- 
rounding the issue that’s a serious concern to an industry that’s historically relied 
on them for a significant part of its revenue. 

Kids looking for MP3s or “warez” aren’t as big an issue as the entertainment 
industry makes them out to be, though. Most people downloading software or music 
would never purchase it in the first place, or they do it because they’re collectors or 
fans. Most of these people, whether they’re kids or adults, will eventually be paying 
consumers. But this assumes they remain happy consumers, and introducing dra- 
conian copy protection isn’t going to help. By spreading all of this bad will, these 
industries risk further alienating their future sources of revenue. 

The game industry is in a strange position here, because with protected CDs it’s 
already violating the spirit of the fair use doctrine by restricting personal backups. 
Down the road, there will be a greater push for different styles of distribution that 
would lock a game to a single computer, download it only as needed and erase it 
when you're not playing, charge you metered rates for play, and/or do central login 
authentication. In other words, you’re guilty of piracy unless proven innocent. 

There’s no question piracy is a serious issue, but putting additional restrictions on 
individual use damages everyone involved, from the artists to the fans, and eventually 
to all of those giant media companies. Introducing new laws isn’t a solution either, as 
existing ones explicitly state how individuals can use legally acquired media. 

Despite the best efforts of Congress and big media, there will always be technology 
that allows the circumvention of copyright. Legislation like the CBDTPA, that crimi- 
nalizes current and future technology that “might” be used illegally, only harms legit- 
imate consumers. And you know what? I’ve been a consumer of media for over 20 
years, and these types of laws betray the trust I’ve earned. I’m not a thief, and if you 
continue to treat me like one, I will stop being your customer. 

That's what media companies should be afraid of. ө 
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| NEWSWIRE 


Тһе 2002 Game Developer’s Conference hints of things to come 


by Robert Mayer 


| Intel holds court 

| оп {һе ехро 
floor. >>> The 
new LithTech 
engine struts its 
stuff. 


Unlike the Electronic Entertainment Expo, it’s gaudier, 
more commercial counterpart in May, March’s Game 
Developer’s Conference is a show for worker bees. Where 
E3 in Los Angeles pounds out a thudding, headache-induc- 
ing bass line and blinds you with an over-abundance of col- 
ored lights, GDC merely washes you in the muted roar of 
gaming professionals talking shop. It’s a show by working 
game geeks, for other working game geeks. 

Not surprisingly, this year’s event was heavily focused on 
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console gaming, but for PC fans there were still a lot of 
encouraging things going on in San Jose. There may be 
fewer games in development these days, but from all indica- 
tions the general level of quality continues to rise. 


Eye he eni 
Undoubtedly the stars of the show perspective were the 
demos Epic was running for Unreal Tournament 2003 and 
Unreal 2 [for other news about these games, see page 20]. 
In-game demos of the former showed off a stunningly good 
looking shooter, and one where improved bot support 
should bolster the rather lackluster single player game of the 
original. While Epic had no specific Unreal 2 footage, their 
engine demo used a lot of characters and situations from 
that game. Intended to woo developers into signing up as 
Unreal licensees, the demo lived up to its billing and had 
you believing that, if the actual game is anything at all like 
what they showed here, it’s going to be one hell of a ride. 
The integration of the Karma physics engine, plus the sheer 
density of polygons in the main characters (over 3000 per), 
combined with some fantastic level design, made for easily 
the best looking shooter visuals yet revealed (Doom Ш, 
where’s your demo?). 

The other big news was Lara Croft Tomb Raider: The 
Angel of Darkness, the first of the new line of Lara Croft 
titles from Core and Eidos. Coming for the PC and 
PlayStation 2 this year, the first title supposedly takes our 
heroine down a darker, edgier path. Based on the footage 
shown at Eidos’ swanky premier at the Legion of Honor on 
the Pacific coast near San Francisco, the new engine looks 
pretty spiffy, though gameplay seems very similar to that in 
the earlier games. Mouselook for the PC version should at 


the very least be a great boon. Eidos is famous for offering 
more food and drink than actual info at press events, and 
this one was no exception. The upside is that, once again, 
this storied franchise looks like it will be getting the treat- 
ment it deserves. 

And of course there was Postal 2. Yes, Running With 
Scissors is back, this time with an Unreal-powered first-person 
game where you buy milk, pick up your laundry, and douse 
people with gasoline and immolate them. Surprisingly enough, 
it actually looks entertaining, especially considering you get to 
urinate on people in full 3D. Now that’s innovation! 


Console envy 

A die-hard PC gamer might be forgiven for feeling the show 
was more about consoles than Windows boxes, because the 
days of the PC-only developer seem to be waning. This is 
not necessarily a bad thing, however. Take a game like 
Delta Green, slated for a 2003 release. This ambitious 
and very encouraging tactical strategy game set in a 
modern-day Cthulhu Mythos environment might 
never have seen the light of day had Flying Lab 
Software not been able to push an Xbox version 
simultaneously with the PC game. And while the 

guys at ION Austin might not have jumped for joy 

at the prospect of putting Deus Ex on the PS2, you 
have to think that the prospect of a console version 

of the sequel and Thief 3 had to have been a factor in 
getting either PC version green lighted. 

And then there are the overseas developers, particularly 
the Europeans and Russians. The increasingly international 
nature of the electronic entertainment business is resulting 
in boons to US gamers. Nival Interactive from Moscow is a 
good example of this trend. The company responsible for the 
Rage of Mages and Etherlords games is working on two 
WWII titles, one a real-time strategy game being published 
in Europe by CDV, the other, Silent Storm, a turn-based tac- 
tical role-playing game in the tradition of Jagged Alliance, 
being published by Fishtank Interactive. Silent Storm has all 
the makings of a superb strategy game, but it's the type 
you'd probably never see a US developer even attempt as no 
publisher would touch it. For Nival, though, the US market 
is just gravy, maybe 30% of their overall sales. The rest 
comes from Western Europe and Russia, where intricate 
strategy titles sell like hotcakes, and where WWII is a wildly 
popular theme. 


Geek heaven 

While GDC is the most technical of all the electronic enter- 
tainment expos, it's also the most philosophical. For every 

lecture on particle effects or game physics there was one on 
game design, interactivity, storytelling, or creative inspira- 


< NEWSWIRE 


Lara once more on the prowl. 


Ju 


tion. This year, speakers like Will Wright, Doug Church, 
and Warren Spector impressed the audience with their take 
on creating games, and veteran designer and gadfly Chris 
Crawford continued to hawk his book on storytelling and 
harangue the industry at the same time. 

Maybe the most moving presentation, though, was from 
Brian Moriarity. An old “Infocommie” from the text adven- 
ture days, Moriarity’s lecture on Psalm 46 was magnificent 
testimony to the way games can and should be taken seri- 
ously as creative endeavors. And that, in the end, is what 
GDC is all about, making games, making art. Beneath all of 
the techno-babble and the marketing buzz, the people who 
attend this show largely come to be with other creative 
types who share their passion for games. It’s easy to lose 
sight of at times, but when you see the depth of commit- 
ment of designers and programmers who show up to hear 
Harvey Smith talk about systemic game design or listen to 
Peter Molyneux describe the next generation of role-playing 
games, well, it makes you feel just a little bit better about 
where computer gaming is going these days. @ 


(| 
Independent Games Festival names its winners 


The 4" Annual Independent Games Festival at GDC show- 


cased the talents of a diverse group of designers. The 
games ranged from a pencil sketched shooter, Pencil 
Whipped, to Championship Euchre, but in the end it 
was a very strange adventure game from Queens 
that won the day. 


Seumas McNally Award 
For Most Innovative Game 
of The Year 


Bad Milk, from DreamingMedia, Queens NY. Brothers 
Mick and Ted Skolnick have a background in video, 
and their game is a surreal journey into the experience 
of drinking some “seriously outdated milk.” Hey, it 
earned them the $15,000 top prize; after all, it's truly one 
of the most warped things you'll ever see on software 
not rated “А0.” The Skolnicks also picked up the 


е 


Got Bad à 

MES uc Innovation in Audio award. 

game won 2 

$15,000, Audience Award 

so stop Kung Fu Chess, from Shizmoo Games of Providence, RI. 
laughing. 


Another brotherly enterprise, Shismoo's product is fast- 
paced chess game. 


Innovation In Visual Art 
Banja Taiyo, from Team cHmAn of Lille, France. An eight-player puzzle- 
action game? Yep, with a peaceful setting and lots of color. 


Innovation In Game Design 
Insaniquarium, Flying Bear Entertainment, Dublin, CA. A virtual aquarium 
with space aliens who like sushi. 


Technical Excellence 

Ace of Angels, from Flying Rock Enterprises of Marietta, GA, took the tech- 
nical category. This massively multiplayer space shooter easily looks as 
good as most commercial products in the genre. 
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Epic changes for Unreal 2 


by John Callaham 


Legend Entertainment’s plans 
for multiplayer features in their 
upcoming first person shooter 
Unreal 2 may not come to 
fruition, thanks to a recent deci- 
sion made by the franchise’s 
owner Epic Games to concentrate 
on the title’s single player mode. 

Legend originally had plans to create an ambitious class 
based team multiplayer mode for the game, in addition to 
the standard Deathmatch and Capture the Flag features. 
However, all that changed with the surprise announcement 
early this year of a full-fledged sequel to Unreal 
Tournament, Epic’s best selling multiplayer-focused title. In 
its own bit of marketing and branding whimsy, it’s now 
called Unreal Tournament 2003—the future is yearly releas- 
es, be ready for it. This game is being developed by long 
time Epic partner Digital Extremes, 
and is an offshoot of sorts from 
their work on Unreal 
Championship, their upcoming 
Xbox title that will likely be the 
flagship game for Microsoft’s 
online gaming plans. 

With an Unreal multiplayer title 
now in place for release on the PC 
this summer, everyone involved 
decided to concentrate on the sin- 
gle player aspects of Unreal 2, 
rather than push two games with 
multiplayer features. In an inter- 
view for the HomeLAN gaming 
news website in March, Epic’s vice- 
president Mark Rein said, “Unreal 
Tournament 2 was not anticipated 
at any time during the design of 
Unreal 2 nor during much of the 
development. Now that we have [it] 
clearly in the picture, and ready to go before Unreal 2, it 
doesn’t make a lot of sense for the dev team to expend their 
time and energy polishing multiplayer when they can use 
that time to polish an exceptional single player experience”. 
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Rein was non-committal in the interview about the fate of 
the Unreal 2 multiplayer assets that have already been 
developed. 

With Unreal Tournament 2003 scheduled for release by 
the end of June, Unreal 2’s tentative late spring release date 
has changed as well. It’s now scheduled to show up in 
stores in time for Christmas, according to Rein. 

Rein would not comment further on their plans for 
Unreal 2 by press time, but the response from fans of the 
series has been decidedly mixed, with some supporting the 
idea of having Legend concentrate on Unreal 2’s single play- 
er game and others feeling that it’ll keep them from buying 
the title. An online petition asking Epic to reconsider its 
decision has already garnered 1,000 signatures at press time. 

Rein seems confident that the changes in Unreal 2’s 
gameplay focus will be for the better. “Unreal 2 looks 
absolutely spectacular on a massive scale. Legend has done 


Unreal 2 was always going to be primarily a single-player game, but now it's solo only. 
>>> Unreal Tournament 2003 becomes the only multiplayer version of Unreal for 2002. 


an amazing job. I think a lot of people are going to be hap- 
pily surprised when this game comes out. Unreal 2 has plen- 
ty of spectacular graphics with an engaging story that will 
keep you playing right to the very end.” 
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Co-founder 

DreamingMedia 

| will be buying my first game 
console soon so that | can play 
ICO. Saw it, played it for the 
first time last week and | think 
it's really beautiful! | can't wait 
10 play it again!” 


ARE YOU P 


Designer 
lon Storm Austin 

I'm currently playing Baldur's 
Gate Il. Isn't it amazing, though, 


Artist 

Todd McFarland Productions 
1 don't really play games much. 
My kids, they play their 


Nintendo, and that's about the 
only time | play much at all. I'm 
really more a comic book and 
sports guy. 


how we're routinely expected to 
remember the names of a dozen 
demons, a few sentient Als, etc? 
It's like we speak this sub-lan- 
guage, Nerd Cant or something. 
Prior to that, | was playing 
Grand Theft Auto III, non-stop, 
‘til 3am every night. 
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Shareware, $19.95 
www.udpsoft.com/eye 


Even in this advanced day and age, 
some game companies just don't get 
it. They still make you use their pro- 
prietary matchmaking services to 
play online. No need to remain at 


repr ry ў 


the mercy of clunky Internet play— 


the folks at UPD Soft have an answer. The All-Seeing Eye is a shareware matchmaking program 
very similar to GameSpy, but leaner and meaner. You can use it for free for 21 days, after which 
you need to shell out the $19.95 they're asking, but it's worth it if you do а lot of online gaming 
with titles that don't have in-game browsers, or if you just want to bypass the official matchmaking 
setups. Performance and features are very good, and 


updates are frequent. 
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Employ stealth and 
espionage or go in with 
all guns blazing— 
experience multiple 

| styles of gameplay with 
high-tech equipment 
including a ZimoTech” 
GPS Map Computer and 
night vision goggles. 


Take on intense 
missions in a world- 
spanning storyline 
through three massive 
theatres of combat— 

| Russia, China and 

| the Middle East. 


Choose from a huge 
armory of 27 
authentically 
reproduced weapons— 
from basic combat 
knives and sniper 
rifles to portable 

rocket launchers and 
proximity mines. 


Operate a stability- 
sensitive weapons 
targeting system— 
experience the 
hostile environment 
of a battlezone. 


Join forces with up 
to 16 combatants— 
objective-based 

| online multiplayer 
gameplay allows for 
complex levels of 
team coordination. 
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Hear the Call 


Asheron’s Call 2 brings forth the second generation of MMORPGs 


by Peter Suciu 


Among the online fantasy role-playing games, 
Asheron’s Call hasn’t faced the kind of turmoil 
that has unfolded behind the scenes with Ultima 
Online nor has it made much of a blip on the 
radar screens compared to EverQuest. Still, with 
the success of Lord of the Rings it seems that 
interest in fantasy gaming can only continue to 
grow. Hence fans of the original Asheron's Call, 
along with anyone looking to move beyond 
Ultima or EverQuest will now have the first of 
the “second-generation” of massively multiplayer 
online role-playing games to look forward to 
with the release later this year of the sequel, 
with the clever working title of Asheron’s Call 2. 

“We're trying to learn from the experience we 
had with Asheron’s Call,” explains Jeff Anderson, 
CEO of Turbine Entertainment. “We're the first 
second-generation game. No one else has any- 
thing coming out where they’ve been able to use 
the experience they had with their first game to 
make a second-generation title.” 

As expected, the game is set in the period after 
the original, taking place hundreds of years later 
but in the same world of Dereth. But things will be 


so desire. To keep this from turning into a SimFantasyCity, 
the team at Turbine is developing a campaign where you'll 
receive a series of quests to take part in that will play out 
as individual chapters. The promise is that you will also 
be able to align with one of the game’s three factions to 
battle both monsters and players of opposing groups. 

Newer players will be able to join factions and thus will 

be saved from the typical player killers—so you can 

expect someone to lean on for support from the time 
your character arrives in the game. 
In addition to this deeper setup for the story the 

developers have also strived to make Asheron’s Call 2 
as up to date as possible in other ways. "We're try- 

ing to take it to the next level with the improved 

graphics, while making it more of a social experi- 
ence along with an evolving world,” emphasizes 
Anderson. “Overall we want to create an experi- 
ence that is different, hasn't been done before, and 
is even more accessible.” 

The world will also be vastly more interactive than it 
was in the original game, both in 
terms that you will be able to change 
the immediate environment perhaps 
by taking over that fixer-upper vil- 
lage, or even working to trigger 
events on a global scale. The latter 
has yet to be more fully explained but 
Anderson hinted that you would truly 


Running through a city shows off the improved graphics. 


very different because the world had been devastat- 
ed by a great magical disaster of apocalyptic propor- 
tions, which forced the populace to retreat deep underground 
to survive the devastation. Asheron's Call 2 will begin as the 
survivors venture back to the surface and it will be up to you 
to actually rebuild and resettle the world. The game’s develop- 
ers have promised that you will be responsible on both a 
micro and macro level in how the world is restored. 


You have the whole world in your hands 

How Dereth now evolves and grows will be in your hands 
and you will be able to rebuild destroyed villages and even 
help transform them into impressive sprawling cities if you 
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control events on a somewhat worldwide scale. 

Only the beasts and monsters that inhabit the world are 
computer-controlled so every “person” you encounter will be 
player-controlled and thus the game will feature a fully player- 
run economy, including the manufacture and sale of items. At 
times this aspect seems as if it could verge on being a bit too 
much like work simulation, but the quest and faction aspects 
may keep this from turning into a virtual fantasy mall. 


A class of your own 
Character classes are also not going to be a major part.of 


Asheron’s Call 2, and Anderson stresses that this game is 
going to be more focused on combat and crafting. “Every 
character has their own opportunity to pursue their own ‘lib- 
eral arts education,” he jokes. “They can learn different 
skills and grow their own way. We're not really trying to 
focus on, ‘OK, I'm a druid and I can do this.’ Certainly we 
have the flexibility to allow people to role-play like that, but 
we don't want to pigeonhole (anyone) into a role." 

This game will center on three main playable races that 
have survived underground: the humans, which will be the 
experts at ranged combat; the Lugians, tall and physically 
strong with rock-hard skin, who will be the most adapt at 
melee combat; and the Turmeroks, a race of lizard-men who 
were in the original game and are now playable. These pop- 
ular lizard characters will be the primary magical users in 
the new world while also having a natural rhythm and 
desire to continually pound away on drums. Everything 


about each of the races will be essentially very unique and 
Anderson wants to make it clear that factions will not be 
based on the different races. Humans will stand side-by-side 
with the Turmeroks against other humans in many cases. 

"The architecture and the styles of the races are very dif- 
ferent," adds Anderson stating that this will include their 
color palates, textures and overall appearance. “Тһе goal for 
us is to have those environments be representative of those 
races." This time around you'll also get to have this role- 
playing game your way, with the choice of whether to uti- 
lize a first or third-person view. 


The game will take advantage of the development team's 
proprietary Turbine Engine G2 to provide real-time 3D shad- 
ows and lighting along with a dense reactive environment. 
Anderson happily showed off how this game world has a 
greater sense of scale and detail. "The biggest change for us 
was to make the world more immersive." 

This means that you can expect to see trees that sway, 
along with grass blades and dynamic shadows. There is an 
improved physics engine that makes the clouds move and 
pushes the water to move in real flowing currents. These are 
details that you might not appreciate to the fullest while 
hacking and slashing your way through various quests, but 
one noteworthy graphical improvement that probably won't 
be lost on previous players is what Anderson refers to as 


You'll need to level up before taking on such beasts—and teamwork is not only 
encouraged, it is all but required. >>> [left] Things look a lot better, but they're still 
unmistakably weird. 


“corpse stinkage." The colored stench, which you thankfully 
won't be able to actually smell, has been added to allow you 
to find the dead body of the creature you just killed, espe- 
cially in thick grass and other environments. 

Taking the life of these creatures as well as battling other 
players will also be refined in Asheron's Call 2 along with 
the rest of the skill and сгай system. It will feature an all- 
new and highly streamlined combat system that will rely on 
real-time decisions to affect the outcome of a battle. As you 
skill up you can develop your own distinct combat style. 

He also emphasizes that team hasn't made any firm deci- 
sions on how leveling up will play out or what the max level 
may be, and instead is waiting to see how that plays out. 
The same will go for the skills you'll be able to attain in the 
game. You'll start out with a fairly small set of skills, and as 
you gain levels you'll be able to unlock entirely new skills. 
Should you decide that your newly acquired skills just aren't 
working out you'll be able to buy back your previously dis- 
tributed skill points at the cost of some experience. 

Since there won't be the NPC shops, crafting will be 
important and the crafting system will give players the 
chance to pursue non-combat skills. It might mean beginning 
as a humble or meager crafter of mundane items but in time 
you could become a master craftsman of highly powerful and 
especially sought-after magical items. 


Anderson is quick to point out that sound and music will be 
very important to Asheron’s Call 2. “(We’re) bringing audio as 
а way to create richness to the fabric of the game." If all goes 
as planned there will be surround-sound effects and other 
notable audio enhancements to make for quite an experience. 

Of course that end experience is going to be especially 
good if you are playing over broadband with a faster connec- 
tion, but Anderson concluded by saying that the game will 
still be balanced to provide equal opportunities for those on a 
dial-up. *We spend a lot of time working on server code so 
that someone doesn't have an advantage over another." 

At least not until you take the time to level up and 
become a master swordmaker of powerful weapons. 
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SEAL Team 666 


Flying Lab and Pagan Games cross X-COM with Lovecraft 


by Robert Mayer 


The world, H.P. Lovecrait tells us, is not what it seems. Behind the 
facade of the mundane activity of daily life lurk horrors unseen, terrors 
unimagined, and evil unfathomable. In Lovecraft’s stories, unlucky indi- 
viduals usually find themselves pitted against the eldritch horrors of the 
dark, and they almost always lose. Death and insanity are only two of the 
normal consequences, and not the worst two at that. Wouldn't it be great 
to somehow even the odds, just a little bit? 

That’s where Flying Lab and Pagan Games come in. Pagan, under the 
direction of John Tynes, produces a pen and paper role-playing expansion 
universe for Chaosium's Call of Cthulhu, called Delta Green. It's based on 
the Lovecraftian world of Elder Gods, but with a modern-day twist. In this 
storyline, a secret government agency rode herd on metaphysical mischief 
from the twenties to Vietnam, when it was disbanded after a disaster in 
Cambodia. Sustained illegally by people who see its mandate as too vital to 
abandon, Delta Green continues on, working in the shadows to protect the 
world from what lives in the dark. 

“The way this project got started was we were saying how much we 
liked X-COM, and how disappointed we were with most squad-based 
games after that,” says Russell Williams of developer Flying Lab, the stu- 
dio that also created the award-winning Rails Across America. 

At the strategic level, the game puts you in control of Delta Green, and 
charges you with protecting the world from supernatural threats. Various 
cults and groups operate in the gloom, and it’s your job to hunt them 
down and stop their nefarious plans. You suborn the courts, cheat the 
police, defraud the government, and lie profusely to gain the services of 
specialists, some of whom might end up working for you directly. You 
then send your teams of agents and unwitting accomplices on missions, 
ranging from drug busts to IRS audits to commando raids. 

Once you mount an operation, the game switches to its tactical mode, 
using the LithTech Jupiter engine. The three-quarter isometric view and real- 
time execution may not seem like classic X-COM gameplay, but Flying Lab 
thinks the overall effect will be similar. You won’t be commanding each 
trooper individually so much as serving as the team leader issuing orders. 
The АІ for each team member will supposedly handle basic tactical actions. 
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The goal is to balance the distance necessary 
for an effective real-time game and the detail 
necessary for an engaging tactical experience. 

Each team member will have a defined spe- 
cialty, ranging from special operations to 
accounting or bureaucracy. Conflict won’t 
always be with humans, either. If you’re raid- 
ing a cult that worships Dagon, be prepared 
to run into Deep Ones, for example. Your 
team members are fragile in more ways than 
one, too—after seeing way too much of what 
should never be seen, they start to lose it, and 
may become suicidal, homicidal, or just plain 
bonkers. You have to decide how much you 
risk their sanity and others’ safety when you 
need their expertise. 

Flying Lab promises a great deal of 
replayability with variable faction and cult 
lineups and allegiances, a full organization AI 
controlling how your enemies cooperate and 
compete, and somewhat random relationships 
between potential team members, which will 
affect how and who you recruit. 

The game isn’t expected until 2003, but the 
basic design shows promise. It has the benefit of 
its pen-and-paper roots, and the potential to be 
one of the few terror-inducing strategy games. 

That is, unless they object. e 


Тһе new, stream- 
lined interface 
should minimize 
micromanagement. 
>>> And this 
means...war! >>> 
Here we have the 
Intrepid pursuing a 
Warbird. 
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Starfleet Command Ш goes Next Generation 
by Cindy Yans 


Because Interplay controls the license for the original Star Trek, the designers of the Starfleet Command 
series set both games in that universe. However, for Starfleet Command III, Activision has taken over the 
reigns of the series and, as they control the license for Star Trek: The Next Generation, they now welcome 
Picard, Riker, Data, Worf, and the Borg for this new starship-battle romp through the galaxy. 

Starfleet Command III promises new ship customization, more in-depth story missions, and a 
streamlined interface. Customization will include the ability to interchange weapons, shields, 
engines, and more, and as you progress through the game, you'll begin to acquire even better 
shields, disruptors, phasers, and additional special weapons. They are hoping that the interface will 
ease the task of managing your ship, leaving you free to focus on the shoot-'em-up aspects of the 
game (though many players of the originals liked micromanagement of the various systems). There 
will be a number of role-playing elements to allow officers to gain experience and acquire unique 
skills to assist in employing advanced attacks. You can also choose to recruit new and more experi- 
enced officers to maximize the overall effectiveness of your ship. 

There will be three separate campaigns in the single-player game in which you will have the 
opportunity to play the Klingons, Romulans, and the Federation. At first, you will have only a 
wimpy ship, but as you gain experience, you also accumulate prestige points that you can spend on 
more powerful offici better ships, and system upgrades. 25 vehicles will be at your command, 
including the Sovereign-class starship, the Romulan Warbird, the Borg Cube, and the Klingon 
Neghvar-class battleship. At any time you can refer to a “progress map" that will reveal the current 
state of the universe as indicated by the political allegiance of hundreds of sectors. 

In the multiplayer or “skirmish” mode, you can play any of the game's playable races, or decide 
to Borg-ify yourself. They are offering team-based play, an all-hell-breaks-loose free-for-all type of 
game, and an enhanced version of the Dynaverse 3 multiplayer environment. The latter is a persis- 
tent online component, for which they say the AI is much improved, and there will be a new game 
system that will allow you to join the same fleet as your friends and acquaintances, allying with 
them to take over the galaxy. 

Developer Taldren is hoping to ship the game in time for this holiday season. 
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WWII and all that 


Nival Interactive brews a Silent Storm 


of tactical role-playing strategy 
by Robert Mayer 


After several titles with a definite swords & 
sorcery flare, Russian developer Nival 
Interactive is now delving into modern history 
for its next game. Silent Storm is a turn-based 
3D tactical combat game with role-playing 
aspects, set in WWII. You will play as both 
the Allies and the Axis powers, through two 
campaigns totally some 24 missions, and there 
will be multiplayer options as well. 

According to Nival, the missions will be 
non-linear, and will include day and night 
operations. At least some of the missions will 
be randomly generated, and will have multiple 
paths to victory including brute force and 
stealth. You can tailor the game with three dif- 
ficulty levels and there’s supposed to be a solid 
plot as well. More than 20 playable characters 
will be available, with six different professions. 
Each will have nine skills, and you can create 
your own main character with the game’s char- 
acter generator. Characters gain experience and 
will be able to pick from over 50 abilities as 
they level up. 

The game promises some intriguing features, 
stuff you’d usually associate with action games, 
such as deformable buildings and realistic bul- 
let tracing, complete with penetration rules and 
ricochets. Real-time chain reactions, like when 
an ammo dump blows up, are possible, and the 
game looks to have a robust physics model 
overall. It'll be fully moddable, too, including 
user-made campaigns. 

It all sounds rather like a high-tech, WWII 
version of Jagged Alliance 2, but we'll have to 
wait until next year sometime to see if Nival 
can pick up where Sirtech left off. ө 


j 


In true tactical RPG fashion, equipping your 
troops will be part of the fun. >>> Takedown! 
Combat can be down and dirty. >>> Shoot out 
at the truck stop. 
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Home before the 
leaves fall? No, but at 
least this war sure 
looks good. 


Primal Fear 


Aliens Versus Predator expands later this summer 


by Steve Bauman 


Monolith plans on deliv- 
ering the Primal Hunt 
Expansion Pack for the 
superb Aliens Vers 
Predator 2 later this sum- 
mer, with three new inter- 
locking stories starring a 
Corporate mercenary, Mr. 
Predator, and a Predalien. 
The Predalien and Predator 
stories take place 500 
years before the events of 
Aliens Versus Predator 2, 

ү Ae A and all three stories con- 

4 cern an artifact that’s used 
to control the aliens. There 
will be nine new single- 
player levels in all (three 
per species), with some 
new environments, new 
indigenous life forms, and 
they promise the story will tie together some loose ends from the sequel. 

As with most expansions, there are a few more extra goodies for players, including 
new species-specific weapons and combat styles, and a bunch of new toys. Humans get the 
always stylish (if useless) “dual pistols” look, a turret gun (fun for the whole family), and— 
finally—a deployable sentry, which should be useful for mowing down aliens and setting up 
nasty defenses in multiplayer. The Predator gets an “energy flechette” (another forearm weapon 
that delivers a nasty energy blast), and the soon-to-be-popular “Predator self-destruct kit”, as 
seen in the original movie. The latter should be particularly rude in multiplayer games. 

Despite problems with lag, the original remains a superb multiplayer game. Though it’s still 
not at Quake Ш or Unreal Tournament level smoothness, patches have done wonders to improve 
the multiplayer performance, and the expansion will include at least four additional maps. @ 


One of the many doors of Primal Hunt. 
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Norrath just gets bigger in EverQuest: The Planes of Power 


by Cindy Yans 


Just when you thought it was safe to switch to Dark Age of Camelot, another EverQuest add-on 
springs forth. People who thought they might never be able to explore the entire game world as 
it existed will now have an even more daunting task. The Planes of Power is the fourth expan- 
sion pack for the popular online role-playing game, and brings the number of zones in the 


world of Norrath up over a whopping 165. 


The back-story of this expansion is based upon the activities and motives of The Burning 


ШШШ 


Looks like the troll protector has cast “firefly.” 


Burning Tower and rules the Plane of Flame, 
enlisting assistance from his Fire Elementals, 
Efreeti, and other arsonists. 

Planes of Power will add 18 new zones to 
the game, including the Plane of Justice, a 
confining environment ruled by a tribunal 
judge; the Plane of Nightmares, home of Terris 
Thule, a forested wilderness that may produce 
versions of its nomenclature a hundredfold; 
and the Plane of Knowledge—New Tanaan— 
which is a city-state that exists outside normal 
physical and political boundaries. You'll be 
able to easily access this plane from many 
other lands via two-way portals that other 
creatures can also use, sometimes to your 
detriment. You'll also see the Plane of 
Tranquility—a *no man's land" that is allergic 
to combat and offensive magic. This serves as 
а gateway to deeper planar realms. 

While the expansion is aimed primarily at 
high-level players (60 +), it has many charac- 
ter upgrades including extra-planar trade 
skills, and will support different styles of 
gameplay including raids, role-play, and small 
group hunting. It will use the engine from the 
previous Luclin expansion, but will not require 
you to further upgrade your system in order to 
play. In fact, a Luclin patch actually decreased 
the system requirements. 

The add-on is due to ship early in 2003, but 
don't think that this will be the end of the 
ever-expanding land of Norrath. It's big and 
getting bigger, with no current plans to take a 
rest any time down the road. 4 


Prince Solusek Ro. This demigod, with his crown of flame and spear of fire, sits up in his 
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by Robert Mayer 


The Chaotic Chronicle, which is 
Lineage II's latest moniker, is 
more than just a subtitle. It's a 
good description of the US ver- 
sion of the original Lineage tale. 
The runaway Korean online suc- 
cess story, billed as the world's 
most popular massively multiplayer online role- 
playing game (four million subscribers, 330,000 
concurrent), enlisted legend Richard Garriott as its 
point man for the US market. It was not, however, 
really able to make inroads among the 3D fantasy 
worlds of EverQuest and its contemporaries. Due 
in 2003, the sequel will tackle this problem with 
glitzy 3D graphics and a huge gameworld six 
times larger than before. 

Lineage II is actually a prequel, set 150 years 
prior to the original game, when, as NCsoft puts 
it, the world was *in much more turmoil." 
Expect both free-form and quest-based gameplay, 
and the same sort of episodic updates that have 


Lineage II continues NCsoft's online juggernaut 


characterized the original game. The big draw, though, 
should be the graphics, which are getting an Unreal facelift. 
Promising visuals that *are among the most ambitious visu- 
als ever attempted in an online game," NCsoft is banking 
that the new look will draw in more American gamers. 
Garriott thinks the new graphics will reinforce an already 
strong game. "Lineage is the most popular online game in 
the world because players are captivated by the game's core 
gameplay elements," he says. Epic, on the other hand, is 
just happy to get its engine technology in the hands of mil- 
lions of fanatical Korean PC gamers. 

With NCsoft's unique bloodpledge dynamic, and even 
more appealing siege and battle systems enhanced by the 
new 3D engine, Lineage II may well be what the company 
needs to bridge the gap between Asia and North America. 
As for the original game, Lineage will continue to run, the 
company says, as they currently have no plans to stop 
development on that title, but if you are one of its avid fans, 
note that your characters must stay there and may not be 
imported into the (pre-) sequel. « 
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-TAR WARS EDI KNIGHT 11: JEDI OUTCAST 


He’s a loner. A rebel. A mercenary. And now Kyle Katarn is about to face an enemy from the shadows of his own past. He must take up the 


lightsaber he vowed never to use again. To draw upon the strength of the Force within him. The powers he cast aside. He must utilize a whole 


То discover the true 


arsenal of ruinous weapons. From the Jedi Academy to the Smuggler's Moon, he will battle new, menacing dark force: 
secrets of the Jedi. To prevail. It's first-person action at its most challenging. Are you ready to step up? Learn how at jediknight2.lucasarts.com 


PC 
Violence cD 


THE FANS, THE PHENOMENON, THE FUTURE OF 
V 


WHEN YOU WERE SIX-YEARS-OLD, IN THE WORLD OF MAKE-BELIEVE, YOU COULD STICK A PLUNGER 
ONTO YOUR HEAD, РІМ А TOWEL TO YOUR SHOULDERS, AND ALL OF A SUDDEN YOU BECAME SUPER 
BATHROOM MAN. YOU DIDN'T THINK OF YOUR ACTIVITIES AT THAT TIME AS HAVING ANYTHING AT 
ALL TO DO WITH WHAT A MORE SOPHISTICATED WORLD NOW CALLS "SIMULATION," BUT YOU CER- 
TAINLY WERE DOING JUST THAT—PROVIDING YOURSELF WITH ALL THE TOOLS NECESSARY TO SIMU- 
LATE A HIERARCHY IN COMMODE LAND. 

COMPUTER GAME SIMULATIONS ARE REALLY LITTLE MORE THAN THIS. SOMEONE PROVIDES YOU 
WITH THE TOOLS TO INFLUENCE YOUR ENVIRONMENT ІМ А SPECIFIC WAY, AND YOU IN TURN 
OBSERVE AS THE GAME WORLD REACTS TO YOUR MORE HIGH-LEVEL DECISIONS. YOU CREATE, BUILD, 
OR EVOLVE SOMETHING EMERGING FROM YOUR IMAGINATION. THIS TYPE OF ACTIVITY IS ENGAGING 
ENOUGH FOR MANY PEOPLE TO LABEL IT AS "REALLY FUN." 

WHEN MAXIS RELEASED THE THE SIMS, IT WAS NOT ONLY THE HARD-CORE GAMING COMMUNITY, 
BUT THE POPULATION AT LARGE THAT EMBRACED IT FULL FORCE. THE ENTIRE SERIES HAS CAPTIVATED 
AN ENORMOUS NUMBER OF GAMERS, ILLUSTRATING THAT IMAGINATION ITSELF IS, PERHAPS, THE 
GREATEST TOOL EVER. 
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\ The Sims Online enters in the raw, placing its wares іп your hands 
—_—_—___ 


Bubbles: Hi Jools! Hugz!!! 

RamRod: Who wants to $&#($&($? 

Bubbles: Hey Rod, you sux. 

Jools: Bubbles!! Huggggs, baby, what's the haps? 
WidgetNose: I am a leaf. 
Bubbles: LOL-a leaf! 
Jools: 'sup, babes? 
RamRod: $&(# my &($*, 
Jools: /ignore <RamRod> 
WidgetNose: I am a leaf. 


you wenches. 


Online chatrooms have been around for quite some time now, with 
meaningful exchanges such as these proving that whatever the venue, 
sociable people will congregate. And if they will congregate over non- 
sensical drivel, they will certainly congregate in a context-driven envi- 
ronment. The original text MUDs and MUSHs, came and (mostly) 
went, and more recently, the massively multiplayer graphical role-play- 
ing games have enjoyed quite a bit of success and have proliferated 
almost to a fault. 

Then came The Sims, which peeled back SimCity’s rooftops and 
allowed you to wield God-like control over your characters’ private 
lives. The Sims is a deceptively simple, everyman-esque, day-to-day life 
simulation in which the bathroom and the kitchen emerge as vital 
game components. The phenomenal widespread appeal of The Sims 
and its offspring, most of which are still on the best seller list, has cre- 
ated an amazingly large fan base of people with an even more amaz- 
ingly large amount of time on their hands. They have created and 
shared tons of content relating to the customization of their own sims 
and have shared this with others via a host of Internet fansites. And 
it’s mostly these fervent devotees upon whom Maxis is counting to 
populate and furnish its virtual playground, The Sims Online. 


All the world’s a dollhouse 

As is its single-player predecessor, and indeed as are most of the prod- 
ucts that Maxis offers, The Sims Online is not really a game at all. 
Rather it’s a toy box, a dollhouse, a sandbox, a set of paper dolls, and 
a workshop, that will start out as a completely empty slate on which 
you can paint the world as you see fit. 

The world will have some structure, of course, which will consist of 
the group of cities that you can choose to join, with each city as a self- 
contained world on a separate server set. At the moment, they’re con- 
structing the cities to be able to hold over 50,000 lots each. When you 
join the game, you need to choose a city, and since you will not be able 


Sim Creation—and on the first day there was hair. 


to move your avatars from city to city, it’s moderately important that 
you don’t situate yourself in anyplace that might support things like, er, 
line dancing. Or Rodney Dangerfield impersonators. You will luckily be 
able to preview the area to decide whether or not it’s suitable. 

Once you’ve selected a home base, just like in The Sims, you’ll need 
to create an avatar. You’ll be limited to three of them at one time, and 
although they cannot migrate between servers, you can create each 
one on a different server if you like—not a bad idea if you want to 
make several attempts to align yourself (extremely subjectively) with 
the Really Kewl Crowd. 

There will be an enormous number of assets at the get-go, on the 
order of nearly 2000 skins and heads. Even if you have the original 
The Sims and all its add-ons, you'll find over 30% more stuff here— 
more objects, more skins, and more build-mode items across the 
board. Although the initial players will be jumping into a somewhat 
naked landscape, eventually you'll see all kinds of themed environ- 
ments as they'll be providing a whole series of Sci-Fi objects, a whole 
series of Western objects (for the, er, line dancing crowd), and a whole 
series of *Old World" objects. Initially the cities will all be named, but 
not themed. But later on, if you do "inspect" a city, you'll see, perhaps, 
the top three clubs, and the predominant theme of the city. Of course, 
early on, the themes will overlap. For instance, there'll probably be a 


The most popular tourist spots. >>> |, El Coyote will blow up the train and you will never see your sheriff again. 


сом | JUNE 2002 ] 


Sci-Fi club in every city, but the best part of the bargain is that, as time 
goes by, pretty much whatever people want will be in every city. 


If you build it, they will come 

The designers’ philosophy is that the aforementioned fanatic players, 
perhaps five percent of the community, will be charged—will charge 
themselves, actually—with creating a lot of the game content for the 
other ninety five percent. “Their collective creativity is usually higher 
than ours,” says Executive Producer Gordon Walton. “We're literally 
letting people showcase their own stuff, and it'll be a highly Darwinian 
environment, where the best stuff will get the most looks, and it'll be a 
people-will-come-from-miles-around-to-see-it type of thing.” 

They've added multiplayer objects that you can use to build games 
to play with other people, sometimes as many as three or four. But 
these are just excuses for socialization. "The power of the medium is 
more about the fact that you're playing with others, than about exactly 
what you're playing," says Walton. ^We've built a bunch of user-creat- 
ed game components—game pieces, game boards, etc. so you can build 
а backgammon board and play backgammon, or a checkerboard and 
play checkers, chess, you name it, you can probably build it and play 


When you don't care if you're nice, throw projectiles made of ice. 


LEAKAGE iNTO THE NORMAL COMMUNITY 


The mainstreaming of the life simulation phenomenon 


While players of sim-type games vary in 
age, gender, and occupation, what they 
all seem to have in common is a sense of 
community, a desire to share their 
thoughts and participate in experiences 
with others, albeit within the constraints of 
the genre. Now because these 
games rely heavily on management 
skills, there's a strong desire among 
players to check out what other peo- 
ple are doing and to see if there are 
any tools available to make "sim- 
ming” easier. This has been made 
easier due to the Internet, and there 
are many web sites where fans can 
go to get downloads and share infor- | 
mation; the majority of them being 
run by enthusiasts. 

For example, there's Madbad, a 
high school student whose site features 
sims of famous celebrities she's created 
(www.angelfire.com/celeb/madbad- 
sims). She believes the mass appeal of sim 
games is a result of the fascination people 
have with manipulating digital people and 
living vicariously. “The experience is similar 
to that which people have watching soap 
operas, and so a game like The Sims 
appeals to both genders in an entertain- 
ment medium dominated by males,” she 
says. Ophelia (who maintains Ophelia's 
Little Page About The Sims: 
www.oph3lia.com), agrees, and adds that 
the appeal of sim-type games comes from 
people's interest in recreating the world 
in miniature (dollhouses, toy soldiers, 
H/O railroads, scale model kits, etc.). 
“Different people have different involve- 
ment with customization, just like other 
real-world miniaturists,” she says, “and 
the real beauty is that people can share 
their creations which just makes the 


whole game more enjoyable.” 

And maybe it’s all about having control 
in a world where we seem to have 
increasingly less control. Moni, a psychol- 
ogy student in Switzerland who runs 
Moni's Sims (www.monish.ch), believes 


Slim shirts for not-so-slim Sims. X 


that there are two universal aspects in this 
genre of games that makes them appeal- 
ing to a mass audience: the first being a 
desire to find out how to keep the whole 
system alive and going (the simulation 
aspect). The second is purely aesthetic— 
people take pride in making it look good 
(41 always liked painting and drawing— 
now | ‘draw’ furniture and other things,” 
she says). 

Jerry, webmaster for KillerSims 
(www.killersims.com), a leading fan site in 
the Sims community, says that it's all 
about offering people a game that is 
open ended, so that it's different every 
time it's played. "There's nothing more 
exciting than real life,” he says, "and 
players often design their cities or houses 
very close to their own reality to start. But 
then they will start customizing—it 


becomes a bit of a fantasy thing. People 
like to realize their dreams, and every 
player has his own dreams. That's what 
makes this genre of games so inclusive." 

Perhaps this is the key reason why the 
life simulation market has such a large 

following—it mirrors situations that 
can occur in real life. Tim 
LeTourneau of Maxis says that while 
. dropping his daughter off at school 
one day, he heard one Mom telling. 
another a story about an accident 
that had happened in her kitchen. 
Eavesdropping (unintentionally of 
course) revealed that she was actu- 
ally talking about what had hap- 
pened in her sim-created kitchen. 
"What makes these games work so 
well is that they're telling a story," 
he says. "But instead of just reading 
about it, the viewer is participating 
in the storytelling; recreating what- 
ever fantasy is playing in their heads into 
a new game, and filling it with their emo- 
tions and experiences." 

Game companies are continuing to 
feed a growing appetite, and the types of 
titles that are available today vary from 
creating railroads and amusement parks, 
to making your own golf course or civiliza- 
tion. Life simulation games are becoming 
more accessible to a greater number of 
people, and as a result a part of the pop- 
ular culture (for example, the Drew Carey 
and co-stars became "sims" in an April 
Fool's show, and a recent “Malcolm in the 
Middle" episode featured a takeoff of the 
genre). Who would have thought all of 
this would come out of moving a few dots 
around onscreen until they looked like a 
City, or that mimicking real life could be 
so much fun? # 
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The party's right here! 
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Sims Online offers many opportunities, from integer conversion to canning peaches. >>> Ап aerial view of the places you have bookmarked. 


it if it’s anything like a board game. You might even be able to build 
something as “sophisticated” as Monopoly, which you could probably 
construct using the “create a set of cards” tool. 

There will also be a few host-moderated games, such as Spades or 
Blackjack, but player-created and player-moderated games will proba- 
bly be way more powerful, because host-centric games take a huge 
amount of programming effort, and yet they don’t really depend upon 
the players as much. So what they’re trying to do is deliver a whole 
series of “puzzle objects” that you can put together to make a host of 
interesting challenges, such as mazes and logic problems for which 
solutions might yield prizes or some other kind of status gains. 

In addition to games, challenges, and puzzles, people are expected 
to spend a whole lot of time and effort creating interesting ways to 
make money. The economic model will probably differ from town to 
town, but the most industrious and inventive folks will probably reap 
monetary rewards from making some very ingenious and symbiotic 
business plans. 

There will be a variety of “reward levels,” so that although players 
who spend 60 hours a week in the game will most likely be at the top 
of the “prestige ladders,” the person who has only four or five hours a 
week can succeed as well by grouping with others, or just having a 
particularly inventive idea for a club, house, party, or business. 


Join the club 

Clubs in The Sims Online are a lot like “guilds” in many other online 
games. Anyone can start one, and it will be an area or neighborhood 
where people of like interest will gather in groups of more than eight. 


For more intimate relationships, you can share your house with up to 
seven others. And yes, you can live on welfare, but if you are interest- 
ed in status—probably the best “reward” of the game—or if you want 
to have the biggest and best house on the Most Visited Houses list, 
you're going to have to play a different way. The ways to make money 
in The Sims Online are to have people visit your house, by being on a 
list, or by using certain objects in the game. There will be a “Top 100” 
list of the highest-rated members who will gain the most money at reg- 
ular intervals. However, you can still make money if you’re not on the 
Top 100 list. If you’re anywhere on the list you will make money, 
except below an arbitrary cutoff point—a percentile below which you’ll 
no longer be able to collect. 

And don’t forget taxes. If you have a big house, the tax rate will be 
high, so there is a big economic advantage to having roommates. With 
more money coming in to your collective domain, your particular cut 
of the taxes is lower. The game is tilted rather heavily in favor of peo- 
ple who congregate in these small house groups of two to eight people. 
They will have more resources to create the most glitzy, trendy house, 
and if they alternate the hours spent online (i.e. “take shifts”), and if 
their establishment is a moneymaking one, it will be more likely that 
someone will be online to man that toll booth or pay toilet. 


Griefers and other light motifs 

Any online gameworld where the players are this much in charge 
opens up a myriad of possibilities for bad behavior from “griefers.” 
And of course, Maxis is instilling a code of conduct—always a true 
temptation for the people who want to see just how far they can push 


THE SIMPLICITY OF THE ViRTUAL WORLD 


Nearly 20 years of being something you're not Х% 


Life simulation games didn’t begin with 
computers, but the multimedia environ- 


ments that a computer can provide have the nomics, and infrastruct 


ing and maintaining the ebb and flow of 
daily life (be that people or animals), eco- ү 


› 
( their time. It’s easy to remember watching а 
demo of the little guy from LCP trying to 


s, whether that’s ,; get your attention by “knocking” on the 


ability to envelop a player in a way other 
games cannot. Who can argue that the abili- 


ty to manipulate “reality,” accompanied by 
visuals and sounds, doesn’t beat 
boardgames and plain imagination? Unlike 
flight simulators or driving a digital car or 
tank, life simulation games are all about 
management skills: it’s not enough to be 
able to create buildings, people, or even 
planets, you're also responsible for manag- 
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an ecosystem as small as a pond or as vast 
as a planet. 

While life simulation games have been 
around for some time, the category didn’t 
really start gaining momentum until the 
advent of Will Wright’s SimCity in 1989. To 
be fair, some very creative attempts were 
made earlier, such as Little Computer People 
in 1985, Creatures, and Aquarium, but their 
problem was that they were a bit ahead of 


computer screen as the Activision folks 
droned on and on about how earthshaking 
an idea this was, and they were right about 
it being a great idea. It just wasn’t great 
fun. And therein lies the problem; it’s not 
enough to just simulate life, you have to 
make the simulation one that the gamer can 
become a part of and enjoy. 

“The first real step in this direction came 
from games that let you play GOD,” says 
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the envelope. *We only want people who play nice," jokes Walton. 
"Our goal here is to have a very social environment. We have a ton of 
the built-in things that you would expect [to deal with bad behavior]. 
We have Ignore, Kick Them Off Your Lot, sure, and Ban them perma- 
nently, oh sure." 

Maxis wants players to do the majority of behavior moderation 
themselves. And we know how well that always works. Ahem. *We 
have some very clear tools to let them moderate their own environ- 
ment," says the optimistic Walton, "but in the end that doesn't always 
work. There's always someone that's more inventive [than us] that 
steps over the line completely on the first strike. We're not going to 
tolerate this racial, sexual, persistent harassment that goes on at all, 
though. There will be the usual rules and we will toss them right out 
of there." 

In the game itself you'll communicate by typing messages, which 
appear in the colored speech bubbles above your sims' heads, or you 
can alternatively select an animation—a social or emote (of which 
there are over 150)—which are very demonstrative. Imagine breaking 
wind or vomiting at the click of a button. 

The in-game message system looks a lot like that Spawn-of-Satan, 
AOL Instant Messenger, and there will be “persistent messaging" as 
well. If you're offline, for instance, incoming messages will be saved 
for you, or if a friend is offline, you can still send them a note. 
You'll be able to retrieve messages, or check up on the world state 
via a website. When asked, “But what is the advantage of going to a 
website instead of into the game itself?" Walton said wryly, *Well, 
maybe you can log into The Sims Online client from work, but most 


people cannot." Point taken. 

A bookmark list, which serves as a buddy list, as well as a list of 
locations and clubs that you frequent. You can click on a buddy icon 
and you'll be able to see some of that person's statistics, as well as 
where he or she is—and a GOTO button will transport you directly to 
the target place. You can designate people as friends or enemies and if 
you yourself have banned them, you won't even be able to see their 
avatar in the same room with you. 


Not now, not yet 

Given that shared content was so much a part of The Sims' culture, 
people might be surprised to note that there will be no user-generated 
objects, skins, or anything else that will be importable at launch time. 
Sometime down the road (they're thinking early 2003) they will have 
solved the problem of how to monitor such content to prevent the 
game from becoming a virtual potty-mouthed porn fest. 

They do want to allow “adult content" at some point, though, as 
separate worlds that require people to meet certain age criteria to 
enter. So go nab Mom and Dad's credit card, because so far that's the 
only mechanism that they can use. They wanted to try to require a 
license or a passport, but they couldn't figure out how to implement 
this type of system. “If you show me somebody who's doing that suc- 
cessfully, we'll copy them so fast they'll never know what hit them," 
says Walton. 

One other thing they're expecting to do in their post-launch upgrade 
is an “Eye in the Sky" feature, which is essentially a way to let 1000 
sims watch what's going on in any house or lot. Some of these things 
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are not houses, after all, some of them аге businesses and some of them 
are entertainment theme parks. So if someone were holding a bullfight, 
for example, any number of people could theoretically watch it. 


Color your world 

Members of the development team have no illusion that they’ve been 
able to think of everything. They know that the experience will be 
what you make it, and the things that you can do in there are so var- 
ied and diverse that they’re sure there’ll be no shortage of things they 
haven’t anticipated. 

They'll provide the clay, building blocks, and a wedding chapel, and 
hope for the kind of response they've gotten from the original The 
Sims. They're certainly not going after hard-core players. Will the true 
gamer-dudes be able to play The Sims Online and have a good time? 


"Sure, sure," says Walton. “But when you think about the Sims audi- 
ence versus any other gaming audience, they're not an intersection. 
They're something new. We have the opportunity to bring a lot of peo- 
ple into online gaming who don't think that they're really playing a 
game as it is." 

“ІНага-соге| gamers are a small segment of the world, and this is 
not a small-segment game," says Associate Producer Kyle Brink. "This 
is a world game... It's not fun because you're shooting up other peo- 
ple, but it's fun the way real life is fun—hanging out with people, 
goofing off—that’s why it reaches everybody 

EverQuest has always offered the slogan, *You're in our world 
now." Walton snickers. “Апуопе who thinks that is deluded. This is 
not our world, this is their world. All we can do is act as stewards and 
take care of their world as best we can." € 
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JULIUS CAESAR (100 – 44BC) 


Used bribes, gladiator contests, and banquets to further his 
political leadership of Rome. Shattered the Helvetian invasion 
in a crushing defeat in 58BC. Quelled Gallic resistance, 
conquering Gaul and adding it to the Roman Empire in 50BC. 
Murdered in 44BC by a band of senatorial conspirators for 
political gains. 


JULIUS OCTAVIUS AKA: ‘AUGUSTUS’ (63BC — AD14) 


Marched on Rome and forced the senate to accept him as | E J 
consul at the age of 20. Defeated Marc Antony in the battle of 
Atium and added Egypt to the Roman Empire in 30BC. Described 
as one of the most skilled and talented rulers of Rome. 


HARVEY JONES АКА: “TACO_GRANDE” (А01984- ) 


Amassed a huge army and conquered Southern Italy from his 
bedroom at 3:00AM. Signed a diplomatic treaty with the 
Volscians over a slice of pepperoni and a cola. Built Rome in a 
W' day not including bathroom breaks. Social life (what's left of it) 
put on hold until the conquest of Britain is complete 


Epic Gameplay е Huge Realistic Battles • 20+ Opponent Als 
3D Battlefields е Detailed Economy * Diplomacy е Historical Accuracy 


©2002 Strategy First Inc. All rights reserved. Legion is a trademark 
of Paradox Entertainment AB. АІ rights reserved. All other trade- Viol 
marks and copyrights are the properties of their respective owners. lolence 


SPEAKING ІМ TONGUES 


Simlish: the language without a grammar 


In the many animated specials based on 
Charles Schultz's Peanuts cartoons, the 
adult characters (generally off-screen) 
speak in "voices" that are actually orches- 
tral sounds with no literal translation. You 
also get the feeling that the Peanuts gang, 
even though they respond, can't quite 
translate them either. Volume, tone, and 
context relay all that needs to be said. 
The old Warcraft and Command & 
Conquer games had their own standards. 
about communication, spewing out a 
handful of phrases over and 
over again—"zug-zug," "I'm 
on it," et. al.—until the repe- 
tition made you almost 
numb, until finally you tuned 
them out altogether. Age of 
Kings used actual phrases 
from the civilizations repre- 
sented in the game, a bit 
more evocative, but after a 
while, again, ad nauseum 
enough to become tiresome. 
Enter "Simlish," the non- 
language used in The Sims 
that is charming, whimsical, 
humorous, and somehow 
always seems rather "fresh." 
This is no accident; it's a 
result that evolved through a 
trial and error process that 
discovered that no "real" 
language has the properties 
that could infuse the 
SimConversations with con- 
sistent life and diversity. 


Navajo speakers wanted 

Designer Will Wright knew what he want- 
ed but wasn't quite sure of the path to 
find it. "My original idea was to use a real 
language that was obscure and that по 
one would understand," says Wright, "so 1 
originally wanted to try Navajo." He 
decided that they would have voice actors 
come in and record all of the Navajo 
phrases, and that maybe the fans would 
figure it out at some point. "We couldn't 
find any, though,” recalls Wright. "Well, 
we found one Navajo voice actor, but it 
was very hard to get Navajo voice actors, 
which is one of the reasons it's such an 
obscure language." 

They didn't intend to translate a whole 
lot of phrases specifically into Navajo. They 
simply wanted a language that sounded 
real, but was not easily identifiable. So they 
began to listen to a lot of different lan- 
guages, and the next choice was Estonian. 
"This is a surprisingly interesting language," 
he explains. "It doesn't quite sound Asian, 
doesn't quite sound European, when you 


In The Sims Online. a lot of former Simlish will be 
replaced by actual speech bubbles. 


hear somebody speaking it, it is very hard 
to place, but it does sound like a real lan- 
guage. To some people it sounds like 
Spanish, to some people it sounds 
Chinese." Well, they found one good male 
Estonian voice actor but unfortunately a 
female counterpart was not waiting around 
the neighborhood to be snapped up for this 
opportunity. What were in the neighbor- 
hood, however, were Ukrainian speakers. 
Maxis has several Ukrainians on staff, but 
this idea was a no-go as well. "We actually 


recorded a bunch of that [Ukrainian phras- 
es], but Ukrainian has too many hard con- 
sonants, like a lot of the Slavic languages." 


To eschew deja vu 

In order to avoid that pitfall of voice tedi- 
um that plagues so many other games, 
Wright and company realized that what 
they were looking for was a language іп 
which, when you heard the same thing 
twice, it would be very difficult to recog- 
nize it again. "In other words," explains 
Wright; "if we had, like, five of them, and 
you heard the five randomly mixed up, it 
would take you a long time to realize it 
was just five. See what I’m saying?” 

It came down to finding something that 
you could not identify uniquely per string, 
and Ukrainian's nasty hard consonants did- 
n't help it to meet that criterion. No matter 
what you said, if you said the same thing 
right after it, was quite obviously the same 
thing. There was no auditory ambiguity. 
They worked on the Ukrainian connection 
for quite a while, bringing in professional 
voice actors. Actor Stephen Kearin played 
with the language for some time, and at 


one point, he decided to get silly. Actors 
and improv are often a good mix. So he 
began inventing gibberish, and after a 
while he got better and better at it and the 
team started "steering" him, saying things 
like, “We want it to be a little less harsh, ог 
a little more sing-song." When Kearin just 
about mastered it, they brought in actress 
Gerri Lawlor whom Kearin trained, and 
eventually, after working together on mir- 
roring what the other was saying, they 
actually seemed to be speaking the same 
language—which is, of 
course, not a language at all. 
And, as baby makes three, 
they brought in a SimChild. 
Kearin trained him as well, 
and there you have it. 


Hey, | know І installed 
the Swahili version 
The funniest thing, though, 
is that when they released 
the game, people immedi- 
ately started writing to Maxis 
wondering why the lan- 
guage they installed wasn't 
working. Wright laughs, 
“They were saying ‘Oh, | 
installed the game in English 
but they're all speaking in 
Spanish now!' or in France, 
they said "they're all speak- 
ing German!’ In Germany 
they said, "they're all speak- 
ing Italian!’ and so on.” The 
interesting thing is that everyone from any 
particular country all agreed on the same 
specific other language the characters 
must be speaking. 

Having mastered the non-language, the 
actors had sets of emotions and situations 
for which they recorded hundreds and 
hundreds of strings at different intensity 
levels, and different emotional levels, all 
of which relayed specific personality 
details. How they are feeling, how tired 
they are, if they're attracted to another 
person or not—these and a host of other 
sentiments were recorded for SimPosterity. 
Some things had to be a bit more scripted, 
probably the most memorable being the 
campfire rendition of She'll be Comin’ 
‘Round the Mountain when She Comes. 
This is one of the easily recognizable 
themes, and why not? Great music 
requires its original milieu. 

While The Sims Online will be constantly 
exhibiting “speech bubbles” in which the 
players’ actual typed-in words will appear, 
the whimsical Simlish is not going away. 
And in Estonia they'll swear to high һеау- 
en that it’s Navajo. © 


Pre-order today 


“...реуопа anything you’ve 
seen before...it’s the new 
face of futuristic combat.” 

—PC Gamer 


for more info. 
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IF YOU LIKED CLOSE COMBAT™ 
YOU'RE GONNA LOVE THIS! 

From the designers of Close Combat, comes a 3D Strategy, Real Time Action game that gives the 
player the chance fo rewrite history in this groundbreaking redefinition of WWII tactical combat, 


¢ Realistic 3D environment, maps are drawn from the actual terrain of Normandy. 
* Detailed psychological model with 8 different mental states. 


* А separate morale model will run concurrent with the psychological state of 
the soldier. 


e Highly detailed individual soldier models. 

* Historically detailed campaign set in Normandy, June 1944. 
• Operational mission system based on victories and losses. 
* Versatile Battle/Scenario Editor. 

* Over 40 armored vehicles and artillery. 

* Accurate physics model for weapons and armor penetration. 


* Accurate models for vehicles, vehicle textures, and their specs. 

o The vehicles are modeled in 3D for all aspects of their armor including thickness, slope, 
and hardness. The weapons and ammunition loads are historical representations of 
normal vehicles for each type in 1944. Vehicle crew capacity is accurate and crew 
members are tracked as individuals. 


* Every individual infantry weapon used in the Normandy campaign has been 
painstakingly modeled. 


* 60 Different squad types. 


e. 


a more a 
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Strategy First 


, Copyright 2002. Freedom Games inc. Developed:by Freedom: Gat S In&- amid the Freedom Games logo are trademarks or registered trademarks of Freedom Games Inc. 
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lt began in 1989, reinvented itself in 1993, 
and reemerged in 1998. Now, finally, the all- 
new, completely renovated, conceptually pro- 
gressive, unlike-anything-you've-ever-seen- 
before city building simulation is... not any- 
where on the horizon at this time. SimCity 4, 
which is scheduled for release later this year, 
has as much up on its predecessor as SimCity 
3000 had on its—which is to say, not an earth 
shatteringly whole lot—at least in theory. 

Elegance and simplicity—those have been 
the archetypes of these city building games 
since day one, and SimCity 4's outermost 
layer retains both. What is different about 
this game is not so much transparent as "sub- 
merged," and it in theory gives the familiar 
gameplay a deeper and richer undertone. 
They opened up the hood to fine-tune the 
mechanics of the simulation itself, and then 
firmly closed the hood again. And the para- 
dox here is that even though the mechanisms 
that enhance the gameplay are submerged, 
the results are visually evident. You can now 
tell a lot about the state of your city from its 
visual cues instead from sub-windows, 
charts, and tables. 

Maxis General Manager Lucy Bradshaw is 
very enthused about the evolution of this 
product. “I would really prefer that people 
did not open up some mysterious, formulaic 
looking representation of what's taking place 
in the city—going off to data maps and charts 
and having them translate what they're see- 
ing," she says. “I want that to be much richer 
right in the city, but in order to get that, we 
actually needed to introduce all that granular- 
ity into the simulation." 

The work they've been doing is about not 
making the game more complex, but about 
making it more responsive and expressive, so 
that you can get the gist of what's going on 
right in the context of the city in a much 
more organic way. 


1994 
SIMHEALTH 
Run a nation's healthcare system. 


SIMTOWER 
Build skyscrapers that are aesthetically 


pleasing as well as functional. The goal is 
to create a perfect blend of work and 
leisure space and manage it efficiently. 


1995 
SIMISLE 
Preserve or develop the rain forest in a 
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PAVAS STAN 


SUTTON 
EX 


The evolution of San Francisco 


number of different locales. 


1996 

SIMGOLF 

Develop and build your own golf course 
and then play a round. 


SIMTOWN 

SimCity for the small fry (children 7-12 
years old) in which they must manage a 
small town. 


There goes the neighborhood 

Once again, you are the lord of your castle, 
the czar, the sovereign, the liege, er, the 
mayor. Unlike in previous iterations, you will 
now be able to interact with the simulation in 
a way that will much more clearly tie your 
actions to what you're seeing take place. This 
is something that Maxis pretty much nailed in 
The Sims, but which is somehow lacking in 
the earlier city builders. The simulation will 
be much more “locally oriented" this time 
around, which will enhance the game's strate- 
gic component. 

For instance, you used to be able to plop 
schools way up in the corner of your map and 
they would take care of the entire city's 
needs. Realizing that this is unrealistic, the 
design team saw to it that when you actually 
place a school, there is a particular area that 
it serves. 

You can increase the school budget and 
add busing to accommodate more of your 
population, but there are certain limits to its 
initial capabilities. You can either upgrade it, 
or introduce new programs to make it as 
effective as you need it to be as your popula- 
tion builds up. Then, of course, as your popu- 
lation builds, there will be more demands on 
you as mayor. This type of symbiosis repre- 
sents a very "cause and effect" style of game 
interaction—much more so than you'll 
remember from the previous versions. 


A SimPlace named Desire 
Another major area of focus has been on the 
things that give a sense of life to your city, 
giving you the feeling that you are effecting it 
dramatically and it is pushing back at you. 
You'll be able to flourish no matter your city's 
focus. If you are encouraging agricultural 
growth, for example, your city is going to look 
a lot different than when it's a commercial hub, 


STREETS OF SIMCITY 
Race through one of 50+ cities or import 
a SimCity 2000 one. 


1998 

SIMCOPTER 

Fly through 30 pre-built cities in this mis- 
sion-based game. 


SIMSAFARI 

Create your own safari park 

and populate it with exotic plants and 
wildlife. 


—continued 


with farms and cows instead of trucks and factories. But the improved 
graphical elements will remain, no matter what sort of community you 
have, offering enhanced structures from silos and barns to Starbucks 
and martini bars. 

Land value is no longer central to game success. It used to be that 
you would really invest in land value in order to increase the density 
of your buildings and assets, but now you’re spending much more 
time just making your city a desirable place to live. And there are dif- 
ferent parameters that enhance desirability; things like great schools, 
great access, nice shopping areas, few mutants, etc. It’s more about 
specifically who or what is moving in rather than asking yourself 
“How high is my land value?” 

Just the number of people in a scene is based on how desirable and 
how in demand land is. Maxis is also introducing the idea of increas- 
ing and decreasing occupancy in buildings. As occupancy decreases, 


the whole scene starts to look less vibrant somehow, but as it increases 


you'll see stuff like sidewalk cafes, lots of people walking all over the 
place, and tons of traffic. As you zone the land parcels out, you’ll see 


Oh, look, Toto... Oh! Auntie Ет, Auntie Em! 


IT'S HARD ТО GO WRONG WITH WRIGHT 


The touchstone of SimGaming on all things Sims 


Probably one of the most celebrated game designers is also one of 


The Good Guys. At a glance or introduction, Will Wright of Maxis 
does not necessarily have “І am an amazing intellectual” written 
across his furrowed brow, but he is indeed one of the great 


thinkers of the computer entertainment industry today. Forthcoming 


and approachable, Wright can probably create discourse on a mil- 


lion topics while standing on his head and juggling with his feet. As 


we were speaking with him about a variety of topics during a 
recent visit, he was extremely conversational... and he was manu- 
ally building a completely amazing 3D structure with a set of mod- 
ular building tools—sort of his own brand of tin- pos 

ker toys. 


So, are you sick of doing SimThis and SimThat 
back to back after all these years? 

Well, the Sim thing is as useful as any market- 
ing thing is useful, but | don’t feel constrained 
as a designer by the concept. 


So whatever it is, you'll still call it SimSomething 
anyway? 

Yeah, generally. When | start with a project | 
don't say, “Will this be a good Sim game or 
not?" | never start with that. | start with, 
“What game do | want to make now?” and 
then later we'll try to figure out how to name | 
it SimSomething. 


Does your inspiration come from abstract ideas 
that eventually get more and more specific? 
Really, | get drawn to these things by stuff I’m 
reading and researching, and usually it’s the 
core of some interesting research I’ve been 
reading about. | try to figure out why it's so 


interesting to me, and then how to translate it into broader, more 


general terms for a wider audience. 


So you will stick with the Sim-strategy sort of game? We would 
never catch you making a real-time strategy game or a shooter? 
My first game was a shooter. In some sense, SimCopter... well, it 
wasn’t really a shooter, but it was an action game, 3D, a flight 
sim, where you were doing stuff like in a shooter—shooting water 
cannons, rescuing people, a lot of eye and hand stuff. I’ve done 
two of them, that’s not a lot, | guess. | try not to constrain myself 
saying I'll only do X. It's kind of like if something interests me, I'll 


start pursuing it, and figure out the best game | can evolve around 


“The Sims is just a little too 
weird for [some people..." 


it which, with my experience, tends to make me gravitate towards 
the type of strategy games | do. That's the palette that I’m more 
comfortable working in, but that doesn't necessarily mean that l'Il 
never do X, Y, or Z. 


So we'll soon see Will Wright's Big Eggplant Adventure? 
Yeah, or a screensaver or something [laughs]. A real-time turn- 
based screensaver. 


I was talking to Gordon [Walton, EA V.P. and executive producer] 
about hard-core gamers and their aversion to. 
The Sims. We agreed that it was probably a 
certain kind of elitism. Or do you think that 

2 there is something functionally different about 

- your games that doesn't grab them for a specif- 

_ ic reason? 

Well, 1 mean І guess what we call a hard-core 
gamer is basically gamer that has been raised 
on and consumes the kind of standard games 
that have been available up to now, which 
tend to be kind of more testosterone filled 
goal-oriented games. | don't really think of 
The Sims as a game, | think of it more as а 
hobby or a toy. As such, to really get a lot out 
of The Sims demands a lot more imagination 
and effort on [the part of] the player. The Sims 
is one of those things that you get out of it 
what you put into it. | think the sort of people 
who have really gotten into The Sims have 
been that sort of people, that are willing to put 
a lot into it, in terms of imagination, in terms 
of creativity, in terms of community, sharing 
with other people. 


Is it an attention-span thing for the shooter crowd? 
Maybe. 


Role-playing gamers seem to have a huge attention span, espe- 
cially the persistent world people. 

Yeah, that's true. Those people seem to bring a lot more imagi- 
nation to the game experience. There are some people, well, The 
Sims is just a little too weird for them, in the sense that it is about 
cleaning the toilet, and some people just can't handle that weird- 
ness. There's something kind of deeply ironic about The Sims, and 
some people get it and kind of embrace it, and other people are 
kind of quasi-offended by it. + 
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HIGH DEMAND 


secondary roads appear, making it look like much more realistic a city, 
but then, secondary roads aren’t the best for traffic, so you, as Mayor, 
will need to accommodate that need as well. 


Minimalism and rocky roads 

The transportation system has become a lot more sophisticated and 
evocative. “I really wanted to capture a feeling of commuter traffic,” 
says Bradshaw. She likens the pacing and tone of the animation to the 
film Koyaanisqatsi. This title means “crazy life” or “life out of balance" 
and its cinematics, with music by minimalist composer Philip Glass, 
emerge as a slowly rising crescendo of sight and sound as the energy 
increases until it becomes quite frantic. “That’s the imagery that we are 
targeting in terms of how the city comes to life and bringing that pace 
up,” she continues. So when you're in some of the early stages of 
development, you don't get that sense of energy, but as you build up 
your city, the intensity increases. Cars drive different speeds on main 


1999 
SIMCITY 3000 
You are again the mayor and must deal 


5 2 7 y f all-time." 
with zoning as you build up your city. game of all-time 


Help them to be successful or make them 
wish they had never been “born.” Recently 
anointed with the title of “best-selling РС 


High Wealth 


M " Commercial Service » 
24! Medium Density: 

Ё ! Ed 

та LOW DEMAND 


А әт. ан 


roads than they do on secondary roads, avenues, and highways, so as 
you actually build up, and you create this kind of infrastructure, that’s 
when you will notice the various details in pacing. There has been 
much talk even about supporting ferries in the game, but right now it’s 
a stretch goal and may be added after the product launch. 

In SimCitys of yore, traffic and Sims were much more representational 
and generic, but now they're simulating these things at an agent level, 
which gives you more specific types of control. One example is how your 
mayoral rating works. “We actually have this idea about the mayor’s 
limo going through the town, and acting as kind of a representation of 
what the local conditions of that area are,” explains Bradshaw. So if 
you're going through an area that really doesn't approve of what you've 
been doing as mayor—perhaps there is high crime and debauchery—the 
Sims might throw tomatoes at your limo or otherwise humiliate you. 

Another example is the use of law enforcement. If a riot occurs in an 
area far from where you have placed a police station, are the cops going 


dating scene. 


2002 
SIMCITY 4 
The latest iteration of the series. Read all 


Failure as always means a quick toss out 


of office. oni 


about it on page 46. 


2000 
THE SIMS 
Build homes and control virtual people. 
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THE SIMS: HOT DATE 

Electronic Arts 

This add-on added more than Livin’ Large 
or House Party, letting you take your Sims 
into a new Downtown area and into the 


THE SIMS ONLINE 
The world's most popular game heads 
online. See the preview above. 

—Special thanks to MobyGames.com 


to be effective at taking care of that? Instead of just а pylon appearing, 
the police dispatch will take the form of a squad car arriving on the 
scene and interacting with the rioting masses. The rioters will either 
flee or perhaps stay and fight if they greatly outnumber the police. 


Rewards and total disasters 

Another enhancement is the representation of disasters. They’ve always 
been one of the main sandbox aspects of the game, but they’ve been 
rather dry. Now you'll see tornadoes that kick up fences and furniture, 
and spew cows hundreds of feet in the air with a powerful spiral. But at 
any point, whether you have disaster mode turned on in the simulation 
or you have decided to overtly trash the city, you’ll be able to interact 
with the disaster. You can attempt to lasso a tornado and draw it away 
from the city, or cap a volcano. If you actually succeed you can make it 
dormant, or if you don’t, your action might result in fellow volcanoes 
forming a Local 401 Eruption Union. In either case, you need to deal 
with lava flow and fires, and success here will depend upon how well 
you provided fire safety and protection in your city. 

The overall reward landscape of the game is also more representa- 
tional. The reward model provides long and short term goals to strive 
for. They appear not only in the context of how your city looks, but 
also in some of the opportunities that take the form of buildings, or 
business deals, or events. If you have the levels necessary to make 
them happen, you may reap rewards such as a parade, a sports stadi- 
um, a ribbon cutting ceremony, or hosting the State Fair. The team is 
trying to make these rewards as fun and interactive as possible, but in 
addition to their benefits, they also introduce a bigger management 
challenge, not to mention that things could go mighty wrong, like an 
instant riot, cattle stampeding out of the fairgrounds, or the Ferris 
wheel falling off its base and rolling down the street. 


From the ground up 
The game will ship with a terrain editor that is much more realistic than 
its rather non-dramatic predecessors. It appears extremely easy to use, 
but quite powerful as well. You can sculpt mountains and erode them, 
create valleys, dig out rivers, or seed a forest. If you drop seeds the trees 
will grow, which looks quite compelling, like when the fairy in Fantasia 
cuts a swath and sprinkles fairy dust on the trees. One of the criticisms 
of the previous game had to do with its topography. If you couldn’t 
build on hills, then how could you make San Francisco? Here you can 
build on hills, which they say has been a huge time investment. 

They’ve implemented wind and moisture models, so you’ll be able 
to see smoke billowing out of a pollution belching coal plant and blow- 
ing toward the neighbors. Where trees grow and how they ultimately 
look is an indication of the moisture level of the piece of ground. And 
speaking of trees, when you see the streets develop, if you can imagine 
a place that’s managed to stay stable for a while, you'll really get the 
sense of a longtime residential area with stately maple-lined roads; but 
in a new development, there will be more dirt and saplings. 

Using US Geological Survey map data, there is so much offi 
rain information that it won’t fit on the shipping disk, but you can get 
it online at a companion website. This site will offer many assets you 
can view and download, including real-world maps. If you’re connect- 
ed to the Internet, you’ll be able to seamlessly access this data and add 
in real-world maps for your city building efforts. 

Maxis has seemingly run the gamut in order to be sure that this time 

оу box is not in the least bit static. Even the way they’re treating the 
way the cursors work is fun, touchable, tactile, and surprising. If the 
game jumps through the burning hoops everyone has laid out for it, it 
could be worthy enough to be a third sequel in the series. Is it more of 
the same? Sure. But is it even more than that? You never know. @ 
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Players of games like The Sims come in all 
shapes, sizes, and age groups. But unless 
you're a fan yourself, it’s hard to under- 
stand exactly what drives their interest. If 
there's one thing that sim fans aren't 
afraid of, however, it's letting you know 
exactly why this is their favorite pastime. 
After spending time on sim-focused chat 
boards and e-groups and asking sim web 
masters and fans for their opinions, it's 
clear that they're a diverse group of 
gamers. But there are three major and 
prevalent (if somewhat broadly stated) 
categories of sim players: "Builders," 
"Community Players," (or "Movers") 
and "God Wannabes" (or "Shakers"). 


The Builders 

The Builders are those players 
looking to escape the wear and 
tear of daily life by participat- 
ing in an alternative reality. 
They enjoy building their own 
environments, populating it 
with characters, and then both 
watching what happens as 
well as participating in the 
ongoing experience. 

"SimCity 2000 was my first 
simulation game which | used to 
play in the classroom at my school 
before | had my computer,” says 
Croft, a 17-year-old student. "They're 
а great stress reliever from real life 
and І play quite regularly." 

Mystic, a 13-year-old female student 
from the US, also finds the games addic- 
tive. "I'd be playing it now had | not lost 
the game disk a couple weeks ago," she 
sobs. While 12-year-old Melody, an 
exchange student from China, only started 
playing games recently, she is already 
hooked. She plays every chance she gets, 
and most enjoys watching interactions of 
the relationships between characters. 

Relationships are also important to 
"Bug," a 13-year-old female student from 
the States), whose interest in these games 
comes from being able to recreate real 
life, “like having children, or concentrating 
on your job and getting promoted." 

^| like playing many of the “builder” 
games, such as Heroes of Might and 
Magic, Pharaoh/Cleopatra/Caesar, etc.,” 
says Miros, a female Senior Technical 
Support Engineer in her 40s from New 
York. “Right now The Sims is my favorite— 
I've basically given up TV for it." 


Community Players 
You might think that playing life simulation 

games would tend to make a person a loner, 
but the opposite seems to be true. Players 
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spend a lot of time on sim web sites and chat 
boards, interacting with others, providing tips 
and sharing their game experiences. 

For example, there’s Trond, a 32 year- 
old, self-employed single father in Norway 
who has been interested in gaming since 
SimCity first came out on the Commodore 
64 back in the late 1980s. He says the 
game “snuck” up on him; starting to play 


SiMPLAYER 
PROFILE 


13-17 


with a few black dots that became hun- 
dreds after a couple of hours and eventu- 
ally turned into a City. “1 even made my 
own web site (home.no.net/mysims) 
because | wanted to share my own cre- 
ations with others," he says. 

Tammie, an American in her 30s spends 
а lot of time оп sim web sites because it's a 
great place for making friends and sharing 
ideas (sim and non-sim). “1 am also a single 
mother and this allows me to have a hobby 
and stay at home with my daughter." 

It took all of five minutes for The Sims to 
completely hook Rita, a Grandmother who 
had never found computer games interest- 
ing before. "The Sims is a big part of my 
life," she says. "I've met hundreds of friends 
this way. l've created my own house and 
family in the game, and sometimes when 
my husband has really gotten on my nerves, 
he tends to catch hell in ‘Simsville!’” 


God Wannabees 
This category could be best described as 
being for those who have a "God com- 


55% male 
45% female 


REALFANS OF SIMGAMES 


Just who plays these things, anyways? 


plex.” These players are into controlling 
life; not just being interested in seeing 
how the dynamics of a game might play 
out, but fascinated as to how they can 
manipulate and control the “process” as 
well as the outcome. For example, there's 
15-year-old Nick, a student in the U.S. 
“What these games are really all about is 
taking care of your Sim's existence ‘cause 
they depend on you to succeed in life,” 
he says. “I like to control people, but only 
in games.” 
“Тһе way | see it, who wouldn't love 

playing God for a while?,” says Carol, a 
mother of two from Canada. “1 spend а 
part of each day, and a bit at night 
when my kids are in bed. | have 
also managed to get a few of my 
friends hooked and we love to 
compare progress and designs.” 
She also notes that her 
youngest son is severely dis- 
abled, and there are few 
games he can play. “The Sims 
has opened a whole new world 
for him and he is not only able 
to play but is probably more 
hooked on it than | am." 

For Tabetha, a clerk/mother 
of two in the US, the reason she 
likes playing comes from having a 
little control over something. "Money 
is no object with the proper cheat 
code, you can build your house any way 
you want it and І have an absolutely beau- 
tiful garden even though in real life | kill 
any plant I touch,” she says. Plus, in a 
moment of macabre, she adds that if she 
has had a bad day at work, she can invent 
someone, invite them over and slap them. 
“Or if | am feeling particularly morbid that 
day, | can put my Sim in a house with 
nothing but a chair and see how long it 
takes for him or her to starve to death.” 


Goal-free 

This only begins to scratch the surface as 
to why so many people find these games 
so popular, but there is one reason that 
came up repeatedly, and which might help 
to explain the genre’s popularity: they typi- 
cally don’t rely on a predetermined sce- 
nario or a specific goal in which someone 
has to “win.” 

“Their appeal comes from the fact that 
they never seems to stop—there’s no spe- 
cific goal that finishes them,” says 
Smeraldina, a doctor from Italy. “It’s a bit 
like real life. You just try to make things 
go better and better, but something unex- 
pected may always happen, and so your 
idea of ‘better’ may change and change 
again.” 


"GRAND THEFT AUTO 3 EXPANDS THE VERY IDEA OF 
WHAT А GAME HAS TRADITIONALLY BEEN" - iGN.COM 
"AN AMAZING GAME." - NEW YORK TIMES 
"A MAFIOSO MASTERPIECE" - MAXIM 


LJ COMING SOON TO PC! 


WWW.ROCKSTARGAMES.COM/GRANDTHEFTAUTO3 
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алам 41 We send four fresh-faced, innocent, and inexperienced 
ж 


S gamers into the wilds of EverQuest, Dark Age of 
“і "x Camelot, Ultima Online, and Asheron’s Call, 

[: | B and they all report back wiser, and more 

Ё j experienced, than before. A touching story 

| of player killing and leveling. 

| 

t 17 1 4 (м assively multiplayer online role-playing games have been 
$ (М 
% 


) d'tor quite some time now, yet many gamers, even stalwart role-players, 
have avoided them like the plague. Why? For various reasons. They just don't play 
this type of game. Period. Once they have paid for a boxed game, they refuse to be 
cajoled by any means into paying a monthly fee. They hate the idea that you most 
probably need to band with others in order to succeed. They view these games as 
oversized chat rooms. Hearsay has indicated that you have to set aside huge blocks 
of time to have even a prayer of accomplishing anything in one evening, and they 
simply don't have that kind of time. Or, they do have that kind of time, but actually 
have reallives and prefer neither to lose all their old friends, nor watch their families 
pack a moving van (not that they'd notice while hacking on that orc) 
Anyway, we forced a group of hitherto reluctant role-players to spend some time 
in one of the top four online fantasy worlds. They first had to admit they were 


MMORPG virgins, and second, that they were willing to lose their virginity for 


cash. Here are their chronicles. 
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edited by Cindy Yans 


E 


EEDING THE CALL 


sheron’s Call: What happens when 1600 
nline game players stop being nice 


by Bob Chase 
р> 


о 


Chase fancies himself an old hand at gaming, but 
avoided this particular genre. He offer: 
unt of his trials and triumphs with Asheron’s Call. 


a day-by-day 


iday, Day One 

uld like to tell you how I feel about playing the game, but I’m 
downloading an update. I didn’t spend this much time prepar- 
for my wedding. 


day, Day Two 

ready to create my first character, Bo Dereth. If I accept a pre- 
icated character, I might not come out with the appropriate 
у architecture,” so I decide to make my own character. “Wet t- 
" and "thong" are not among the clothing options, so I hurry 
ugh the rest of the creation process. 
fter two hours in the training academy, I’m ready to leave, but 

age says 
оо long ago." I sashay into the portal again, working it like 
ody's business, but I can't teleport out. So I re-do all the train- 
academy quests three or four more times, just to make sure 1 


You completed the quest required to use this por- 


"t miss anything. That doesn't work either. 
o amount of shopping at the training academy store improves 
mood, so maybe a little beauty sleep is what's required. 


nday, Day Three 
ent: There is no logon server for your account available. Please 
in in a few minutes." 


о on, load another patch, and manage to find my way out of the 
ning academy. In Holtburg South, I make my first multi-player 
nd, Lolin Fet. He takes a good look at my, ahem, attributes and 
‚ “Your character is not very good, to be blunt." Sheesh, the 
sure knows how to hurt a girl's feelings, doesn't he? 

olin Fet proceeds to tell me precisely how to create a proper 
acter for this world, so I head back to carefully mold a new, more 
erful creature. Lolin Fet s; 
^ half hour later, Dereth Jeter, Gharu'ndim life caster and 

ld Series MVP, is ready to go, but Lolin Fet has disappeared. 
fed, I venture into the woods, dying repeatedly at the hands of a 
ky mite snippet. Time after time, I have to run back into the 

dds to loot my own body. Hey, isn't this how Pee-Wee Herman 
into trouble? 


s I сап join them when I’m done. 


esday, Day Five 

est! An NPC named Hardunna wants me to find the eternal 

e that burns in the memory of her slain family and bring back 
mother's wedding ring. 

After a good hour spent running through the wilderness looking 
his confounded eternal flame, I’m ambushed and quickly slain. 
uld've gotten a map from Triple-A. 

"m tired of all this running and dying, I check the Web and dis- 
er Asheron's Atlas, with its searchable database of locations 
ughout the game. Forty minutes after finding the eternal flame 
y at Asheron's Atlas, I’ve completed my first quest. This game 
lot easier when you know where you're going. 


sday, Day Six 
spell-casting thing is great and all, but I’m more of a blood- 
r-my-fingern: d of guy. Time for an Aluvian adventurer 
ed in the art of axe-wielding—Dereth und Dominoes. 
quickly secure my first mission: Ahyara wants me to deliver a 
т to her friend Nasun. Sweetheart, this axe is ло! a letter open- 


er. Using Asheron's Atlas, I soon make my delivery, but Nasun 


here wants me to forward a message to his pal Mara. And then 


Mara, naturally, has a note for Ahyara. Great, l'm the medieval 
version of a chat room. 

Fortunately, Ahyara has nothing more to say, but 
while sauntering over to an NPC rabbit for a good luck 
charm, the game freezes. I reboot, but I can't logon the 
rest of the night. Does this happen all the time? 


Friday, Day Seven 
Patched. Tonight, I want to make a concerted effort to 

form some kind of allegiance with another player so I can par- 
ticipate in a group quest. What's the point of being in a multi-play- 
er game with 1600 other people if I'm not going to team up with 
the other players online? 

After several minutes spent in the village yearning for human 
contact, Archer link asks to fellow with me, and smitten with 
promises of shared treasure 
and experience points, I con- 
sent. I finally have a date! 

He jumps through a portal, 
but when I try to follow, the 
portal fizzles and spits me 
back out. Apparently, Гуе 
teleported too recently. I try a 
couple more times and finally 


Wasp wings are all the 
rage in Milan this 
spring. >>> Make that 
noise again, and ГЦ 
keep shooting these 
sparkly thingies at you. 


push through. Alas, Archer link is gone and he’s broken his fellow- 
ship with me. Does this mean I have to give his class ring back? 

While drying my tears, I stumble across a pile of stuff outside 
the North Yaraq training academy. Scarabs, amaranths, weapons 
and cash. Cash? Who dumps cash? I head back to town to fence 
my newfound bounty, and I end up with a couple thousand pyreals. 
Suddenly, a light bulb goes on: if I buy better gear, I might not get 
killed so quickly. 

I’m putting it all together. Kill NPCs, take their stuff, and then 
sell the spoils for cash. Use the cash to buy better weapons and 
armor, and then upgrade my skills with the experience points Гуе 
earned from the quests Гуе completed. Only took seven days to 


figure that out, huh? 
Saturday, Day Eight 
I think I’m hooked. 

I've embarked on a number of individual quests, and with 
Asheron's Atlas helping me avoid a lot of aimless running—and the 
subsequent aimless dying that accompanies it—I’m starting to lose 


WWW.CGONLINE.COM 


53 


ту urge to shower, eat or do anything else that’s not quest-related. 

Enough talking! My old pal Lubziklan al-Luq has given me a 
key to a strongbox that holds a rare bottle of perfectly aged apple 
cider. There are drudge slinkers eager for a taste of my blade, and 
I'm ready to serve up a fresh helping right about now. 


Santa Claus delivered Bob's first video game on Christmas Day 
1976: a Coleco Telstar, launching him on a lifetime journey of 
gaming that has included everything from Lunar Lander to 
StarCraft. Until now, he had avoided RPGs due to the abundance 
of what he calls “sissy spells.” 


KILLED BY A RAT 


High fantasy and low comedy collide as 
Ба newbie struggles through EverQuest. 


Scott Osborne 


Here we have a longtime RPG fan who, for one or more 
reasons, decided that this type of game is not a real RPG, 
and certainly not for him. Was he right? 


I'm no RPG newbie. I've been playing them since the early 80s, 
spending countless hours on games like AD&D and Baldur's Gate, 
yet I’ve almost entirely avoided MMORPG’. They have a reputa- 
tion for being time-intensive money-guzzlers, for being glorified 
chat rooms focusing on one monty haul “adventure” after another. 
I like stories and characterization in my RPG's. I like atmosphere 
and a sense of high adventure. Smash-the-bat, grab-the-loot FedEx 
quests don't make me feel like a hero in a living, breathing world. 
Still, what I’ve heard about MMORPG’s and the little Гуе seen 
first hand has intrigued me. Games are an amazing form of entertain- 
ment because of the way they can immerse you in fictional worlds so 
powerfully. I’ve had experiences in online shooters, for instance, that 
are as memorable as “real” experiences. They engaged my emotions 
and imagination while letting me help shape the events. In theory, it 
sounds like MMORPG’s could create immersion on a grand scale, 
with whole worlds populated by other human-controlled characters. 


Diving in anyway 

So, І took the EverQuest plunge. I began as an innocent babe, 
eschewing fan sites and relying instead only on the manual and 
other players to guide me. I wanted the true newbie experience. (I 
would have used the tutorial and help features, too, but they were 
both broken, offering error messages instead of help.) 

I quickly learned that playing EverQuest is hard work. Every 
single time I logged in, I had to wait to see if I needed new patch- 
es. Every single time, I had to sell my soul to Sony's lawyers by 
accepting a EULA. Every single time, I was bombarded with a poll 
asking about my video card. 

Just creating my character, a half-elf druid named Muesli, was a 
chore since the screen was too dark to read with any ease, even 
with my monitor brightness maxed out. The game wouldn't let me 
adjust the screen brightness until after making my character, so 
Muesli's appearance was left to the gods. 

Once in the game, I had to wait to scribe spells, wait to memo- 
rize them, wait to exit the game by sitting and setting up camp. So, 
this is the infamous "down time." Can't the game just assume that 
heroes handle all the mundane stuff when you're not playing? 


So you want to be a hero? 

Feeling unheroic turns out to be a recurring theme in EverQuest, at least 
at first. You begin as a pitiful wimp. Poor Muesli entered the world with 
just the clothes on his back, a little wooden club, and some bread and 
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ORE! CHARACTER. 


E CREATE NEW CHARACTER. 


- CENE, T 

ME CREATE NEW CHARACTER |2 
4 CREATE NEW CHARACTER | 
e "EDI отө 
4 CREATE NEW CHARACTER | 


er ms л . 
^ CREATE 2 HARACTER | 


"fen "iy ша 
milk. So much for high adventure. I'm surprised there wasn't a Mommy 
character there to pack him a peanut butter and jelly sandwich. 
To show just how heroic I felt and acted, here's a brief rundown 
of my initial "adventures," intentional or not. First, an NPC 
kills me with a single punch after I innocently beg him for 
something useful. Then a skeleton that rushes out of some 
crumbling ruins faster than an Indy car kills me. I would- 
n't have even known how I died if it weren't for a text 
message saying something like, “You are a schmuck 
who just got mowed down by a jet-powered skeleton.” 
Then, my crowning achievement: I’m killed by a rat. 
Yes, a bold fantasy adventurer is no match for a tiny rat in 
this game. That fuzzy little S.O.B. stood stock-still, yet I couldn’t 
hit him with my club, no matter how hard I tried. As my hit points 
drained, the game humiliated me by making me watch poor uncon- 


scious Muesli get nibbled to death. 

I would have just left the rodent alone, but EverQuest relentless- 
ly urges you to gain experience points by slaughtering every crea- 
ture in sight—a questionable concept, indeed. EverQuest combat, 
at least from my newbie’s vantage point, seems pretty dull and 
silly, anyway. The game offers you a first- or third-person view of 
a 3D world and shooter-like controls. Don’t expect adrenaline- 
pumping action, though. I followed the manual’s advice and used 
“auto-attack” against my furry foe, which meant I basically just sat 
there and watched text descriptions scroll by. 


Where the heck is a map? 
Happily, when you die, you can go back and find your corpse to 
loot its inventory items. I soon learned, though, that my druid was- 
n't merely а doofus when it came to the martial arts. He couldn't 
find his way out of a 10х10 room with a single door and an exit 
sign, either. 

After the rat incident, I remembered seeing a "sense heading" 


My half-elf druid, Muesli, prepares for more misadventures. 
>>> Doing time: you have to spend lots of time to memorize 
spells and perform other mundane tasks. 


button earlier when I was first thrust into the game world and 
to puzzle out the painfully awkward interface. I found the but- 
again and gave it a go, upon which the game repeatedly told 
“You have no idea what direction you are facing.” 

jreat. Here's a game where I can't find my way around, I get 
п by rats, run over by skeletons, and punched to death by surly 
`$. Surely my nature-loving druid would at least have some 

as to his whereabouts. To add insult to injury, I then managed 
et stuck in one of the 


ame's pitch-black areas, forever wander- 
between two zones. Again and again, the game mocked me 


‚ "Loading, please wait." Sorry, I have games to play. 
t least you can count on the kindness of strangers in 
EverQuest. 5 
found a couple human players after some searching. They didn't 
speak English too well, so I couldn't get much use from their 


cattered amongst the wooden and taciturn NPC 


advice, but I appre: 
Thank goodness for other players, because EverQuest feels like 


ated the gesture, nonetheles: 


one of the most newbie-unfriendly games I’ve played. The world 
of EverQuest sure doesn't strike me as realistic and immersive, 
either, but rather as contrived and lifeless. So much for my high 


hopes. Still, despite the hassles and hardships, I keep hoping 
there's something fun hidden just around the corner. I’m going 


back to check, assuming I can find the way. 


Scott Osborne has been a hardcore gamer for over twenty years 
and loves almost every game genre. He earned his degrees in 
English literature, but these days he critiques games instead of 
dead poets. His all-time favorite PC games: Doom and Combat 
Mission: Beyond Overlord. 


Here we have Jim Cobb, a creature known as a grognard. 
Those unfamiliar with that term should know that this type 


of gamer generally eschews anything that is not a wargame, 


and sometimes even those that are wargames, if they are not com- 
pletely historically accurate. 


What's an ol’ wargamer like me doing playing an MMPOG? True, 
I've played a few role-playing games, but always solo and behind 
closed doors, just in case anyone I knew was looking. Now, I’m ven- 


turing into the world of “40047” with Ultima Online’s latest release, 


Blackthorne's Revenge. | approach the keyboard with trepidation. 
Setting up an account was a snap and І was already familiar 
with setting up characters from the three basic types, warrior, 
mage, and blacksmith. I didn’t tamper with the pre-set skills for my 
мап 


ог, Edelherz (they had to know more than І did about how to 


balance a character). Since I am brilliantly aware of how swords 
operate, I chose a blade-swinger. The game manual made the mage 
choice seem too daunting for a rookie. 

Edelherz is a muscle-bound bumpkin. Just to have something to 


do...anything...he wandered into Haven from the sticks. He's 


heard about the bars and stuff in this big burg and wants a taste. If 
he has to kill something to impress the babes, well, that's cool. He 
grew a brown mustache especially to look older than his seventeen 
years. With any luck, he won't get carded. 


Note it’s a “mission,” not a “quest” 
My first mission with Edelherz was to find The Mage who would 
give me instructions. Within two minutes, something was attack- 


EN M x 3 


ing me, so I opened the 
trusty Help menu, and 
found an option that tele- 
ported me out. Even though 


I was lost, this re-location 


was good thing because 
now I was forced to think 
about the game instead of 
just following the tutorial. I 
noticed immediately that 
the Ultima Online world is 
huge and the playing screen is small—about one quarter of my 
monitor’s screen. The reason for the large amount of blank space 
of my character and 
move it off map. I could also do the same thing for my backpack, 
and world mini-map. “Paperdolls” and 
status screens of other characters also open up off-map. 


became apparent. I could get a “paperdoll 


status bar, journal 


needed that extra space. 

I felt bold because I could play forty hours before 
make an irretrievable mistake. No player or monster 
could attack me unprovoked as long as I was “young.” 

I roamed about aimlessly using the right button drag 
movement system. My only misstep was when I read 
and mistakenly killed somebody’s 
cat, losing karma. I checked out some of the shops and bought 


that small font as “rat 
some cheap but fashionable leather armor. I chatted up some of the 
NPC barmaids but they only sold me ale. I also struck up friendly 
conversation with female online players who were friendly but 


were in a hurry to do something in the game. Using the chat fea- 
iewbie Guild". People were friendly but I 
noticed that I didn’t know enough about the game to converse well. 


ture, I also joined the 


Then, I decided to get serious. Deadly serious. 


Y Help 


09.2 


Edelherz. better armed, takes 


Lost en route to The Dungeon 

I found that I could get some training from non-player 

characters. So, once I figured out how to transfer gold 

directly without dropping it on the ground or having it bounce back 
onto me, I took up fencing. I was now almost broke so I offered to 
escort an NPC to The Dungeon. I had no idea where The Dungeon 
is but figured we could try. About an hour later, still Dungeon-less, 
the NPC left so I headed toward a great congregation of online 
players near the docks. The screen was filled with on-and off-screen 
descriptions and comments. I attacked a dragon, much to the 
amusement of the dragon and spectators. Having already proven my 
haplessness to the crowd, I then asked the brilliant question, 


"esdx?" followed by "Where's the bank?" 
but received no answer. As it turned out, I 


on three monsters at one. 


was standing in front of it. I entered and put 
my pathetic property in a lockbox. 

Now it was time to go after the games two 
biggest commodities: experience and money. I wandered around the 
town and found The Dungeon. I was warned not to go in. I did any- 
way because...I’m adventurous. The Dungeon was extremely dark 
but the bullfrogs' and rats’ labels were clear so I followed The Map 
they were gracious enough to include, striking out in all directions. I 
killed two bullfrogs and a giant rat, gaining .5% skill in fencing and 
parrying, and gaining 30 gold pieces. I found my way out and got 
into The Country. 


Hypothesized, tested, and concluded 
In The Country, I ran across these Headless Things that I could kill to 
get even more money. Unfortunately, I took on too many and died. 
No worry, because my ghost was re-spawned near a priest (what 
luck!) and I was resurrected. Wiser, I went back to make my name as 
a Headless Thing butcher. This time, two online player characters 
noticed how stupid I was (which, of course, was nothing new by this 
time). So they taught me how to heal, use macros, and many other 
things. I found this to be the most rewarding experience of the game. 
Coming back to town, I stumbled onto The Mage I was sup- 
posed to meet in the first place. He gave me The Quest of killing 
six minions harassing the country. I had built up my ability at 
butchery and, with better armor and weapons, accomplished this 
easily within an hour. He gave me another Quest on my return, and 
a complicated one at that: take this shovel and this pouch and find 
treasure. Sounded great but I couldn't for the life of me open the 
pouch. The Manual and The Website were silent on this so I e- 
mailed Technical Support. I received an answer within 24 hours. 
While I was out on one “Тһе Quest" (formerly known as "the 
mission") and probably on yet another, I gained a feeling of com- 
fort within the game and camaraderie with fellow players. I can see 
how MMORPGs would be fantastic for people who just want to 
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EXESPXEXESESE: 


OF ONLINE GAMING 


Don't know your buffs from 
your nerfs? Here you go. 


AGGRO А mob's level of aggression towards the 
player. The higher the aggro, the more likely the mob 
is to attack. 


AVATAR Your character and representation of your- 
self, in the gameworld. 


BAF Bring a Friend. When you attack some mon- 
sters, all similar creatures in the area become 
involved in the attack as well. This is called "bringing 
a friend." 


BUFF A buff is a spell that boosts stats or abilities; 
boosting a character's stats or abilities with magic is 
called buffing. Clerics, shamans, and bards are typi- 
cally good buffers. 


CAMPING Remaining in one area waiting for mon- 
sters to spawn. Usually, campers are waiting for a 
specific necessary or lucrative item carried by specific 
monsters. 


CON To con someone or something is to “consider” 
it. Originally an EverQuest term, it now refers to the 
process of assessing a target in any online game 
world. 


DIRECT DAMAGE Spells that do damage to targets 
instantly and directly are called direct damage spells. 


DOT Damage over time. Spells that cause damage 
over a set period of time. 


ЕХР Experience points. A measure of your progress 
in the game. The more you get, the more levels you 
get, and the more powerful you get. 


FARMING Similar to camping, but focused exclusive- 
ly on gathering valuable items (usually for sale) from 
relatively low-risk monsters. 


GANK The killing of a player character by another 
player character. Ganking is usually associated with 
random or inappropriate forms of player killing. 


GIMP To hamstring a character by poor choices during 
character creation. Gimps are seriously flawed and usu- 
ally will not be successful adventurers. 


ом Game Master, one of the game world’s referees. 
Usually works for the game's operator. GMs аге 
responsible for arbitrating in-game disputes and 
enforcing rules. 


GRIEFING The act of deliberately causing distress or 
hardship to other players, through harassment, abuse 
of the game system, or other misconduct. 


HP Hit points, which are a measure of vitality. When 
a player, mob, or NPC reaches zero HP, unconscious- 
ness or death results, depending on the game. 


KOS Kill оп Sight. A condition where mobs ог NPCs will 
try to kill you as soon as they see you. To be KOS some- 
where is to be very unwelcome there. 


KILL STEALING Cutting in and taking another player's 
kill, usually to get the experience or loot from the mon- 
ster. A MMORPG no-no. 


KITING Fighting by luring monsters into a fruitless 
chase while hitting them with DoT spells. The mob dies 
before it can catch you, if you do it right. 


LINK DEAD Players who leave the game suddenly and 
without formally logging off go link dead. You can see 
them in the world but they really aren't there anymore. 


MANA Magical energy. Needed to cast spells, it usually 
regenerates over time. More powerful spells usually use 
more mana. 


MEZ Spells that cause monsters to stand in place or 
otherwise become ineffectual. Mezzers are spellcasters 
who cast these spells. 


MOB From mobile object in the old MUD and MUSH 
days. Usually refers to monsters in the game world. 


MUD Along with MUSHs, the original massively multi- 
player “multi-user dungeon” games. 


NERF Reducing the power or effectiveness of a charac- 
ter class or ability. Frequent nerfs include spell damage 
and duration, combat bonuses, and the like. 


NO DROP Items that can't be dropped, sold, or given 
to others are No Drop. Used to protect quest items or 
limit the availability of powerful gear on the market. 


NPC A non-player character is just that—a character 
under the control of the game, not another player. 
Shopkeepers, guards, and town citizens are usually NPCs. 


NUKE A direct damage spell. Characters who specialize 
in DD spells are called nukers. 


ООС Out of Character. Speech or actions not in the voice 
and spirit of your character. In most games, 00С com- 
ments should be restricted to specified chat channels. 


PET An NPC controlled by a player character. A pet is 
usually a summoned or charmed creature of some sort. 


PK Player Killer, a person who kills other player's charac- 
ters. Usually refers to someone whose primary activity 
online is player killing (PK'ing). Not all games allow PK'ing. 


POWERGAMER A person who focuses on gaining lev- 
els and power to the exclusion of all else. Role-playing is 
secondary to the powergamer, if it registers at all. 


TANK A character designed for melee combat. Usually 
big, tough, slow, and dumb, a Tank's main job is to 
absorb punishment as well as dish it out. 


TELL A direct, private chat message. You must specify 
the name of the character you want to tell to. 


TWINK To give a low-level character items, weapons, 
and gear of a much higher level than he or she could get 
on his or her own. A means of boosting newbies. 


play instead of arriving at a conclusion in a short time. This style 
of play may be the most human of all gaming experiences. Do they 
have a convert, though? Probably not. 


Jim Cobb has a PhD in history and works as a policy analyst for 
Wisconsin Medicaid. A wargamer for over 35 years, he has written 
extensively on gaming for ten years. He lives in Madison, WI with 
his 


ife and eccentricities. 


SUE ME, IT'S FUN 


E 
E Bluegrime Coleclaw stars in 
E Dark Age of Camelot 


Finally, we have Tom Chick, to some an over-the-hill jaded 
gamer/professional journalist with a chip on his shoulder, 
and to others, a longtime professional journalist just oozing with 
insight and acumen. We were surprised at his virginity in this area, 
but now that he has been tainted, will he ever be the same? 


“What’s down here?" I ask my companion. My name is Bluegrime 
and he's some guy named Cadare who I just met. He was getting 
beat up by a Hill Cat, so I healed him and watched while he 
whacked away at it with his training sword. When he'd killed it, he 
typed "thanx, that was cool" and then, “you want to come with me 
and see something cool?" 


Travels with Cadare 
So I followed him and we hunted a few Hill Cats on the way. 

“I don't know," Cadare says as we lean into the gloom. 

We've passed through a sinister gateway with spiked towers and 
now we're descending into some kind of valley or pit. It's night- 
time, but the air has a faint red glow. Against the sky, I can see 
arched bridges and a sharp peak. 

“I thought you said there was something cool here,” I say. 

“Yeah, isn’t this cool?” he says, “I don't know what's down 
here, tho." 

Just then a higher-level character runs by, fearlessly scrabbling 
down the incline. “This is certain death for you," she says іп pass- 
ing, "Turn back." 

"Should we stay here?" Cadare asks. I see something called a 
Soot Harvester off to one side. Dark Age of Camelot has color 
codes and symbols to show you how powerful something is in rela- 
tion to you. Soot Harvesters are purple+++, which basically means 
“off the scale, are you nuts?" Cadare's training sword was ridicu- 
lous enough against Hill Cats. 

"Let's go somewhere ." I say. We're like two little kids who 
sneaked into the graveyard one night, but got spooked and left. 


Twenty hours later... 

Fast-forward about twenty hours of playing time. Now I’m in a dun- 
geon called Nisse's Lair, beating up little goblin-like creatures called 
Tomtes and looking for someone called The Executioner, who sup- 
posedly drops good items when you kill him. I’m a kobold shaman 
with a suit of leather armor dyed blue, a last name I registered in 
Jordheim when I reached 10th level, and the ability to resurrect dead 
characters. I never saw Cadare again. I still group with people Гуе 
just met, but no one's ever wanted to just show me something cool. 
Instead, we make a beeline for good hunting spots to level up. 

A lot of times I hook up with people I knew before I ever played 
Camelot, people who've been playing for months, people who have 
taught me the game's finer points, explaining strategies, offering 
tips, telling me that place with the red sky was Muspelheim and I 
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probably shouldn't go there until I’m a few levels higher. They've 
given me gold and magic items and advice. Because of them, I 
understand phrases like, “I can solo oranges without even being 
buffed,” “Let the shank do the pulling," and “Who’s the mez: 
here?" They taught me how to type “inc” and “add” during combat, 
shorthand notations that a hostile creating is incoming or that anoth- 
er monster has been added to the fight. With them, combat is as 
rote and compelling as a round of Counter-Strike. 

It's most memorable when something goes wrong and some 
of us die. Afterwards, we chat about what happened. There's 
the faint buzz of people excited by disaster. Well, maybe not 
disa 


ster, but mishap, which is the worst you can ask for in 
Camelot, where dying just means losing a few experience 
points. Гуе heard other MMORPGs have something called 


corpse retrieval and you can lose your favorite items, but 
there’s nothing like that here. Of course you can go corpse 


hunting if you want to pray over it to gain back 
some lost experience, but in general, death is, at 


ok. 


worst, a minor setba 


War Wand] uid 
Shaman-igans 

I'm a shaman because this is what my friends 
recommended and, boy, were they right. People 
love shamans for their combination of defensive 
augmentations, offensive attack spells, and heal- 
ing and resurrection powers. One day I was 
walking through Audliten and someone accosted 
me and asked if Га given any thought to a guild. 
I politely said I was still considering my options. 
He continued to message me long after I'd rid- 
den out of town, telling me about how his guild had higher level 
characters committed to helping people level up and how they'd 


sometimes hand out magic items and money. Everyone loves 
shaman. It’s like being born popular and cute. I have my friends to 
thank for not having to move through the world of Midgard as a 
skald or a shadowblade. 

There are some things in the game I still haven't seen. In 
Camelot, players don't f 


t other players until they reach higher 
levels, at which point they built siege engines and attack each 
other's castles. There are two other realms with different sets of 


classes, monste 


and artwork. There are high-level "epic zones 
with special quests. I know there are dragons somewhere out there, 
and two days ago was the first time ever that one had been killed 
by players. I don't know if ГЇЇ ever get to see these things, but I 
know that even if I do, ГЇЇ be able to fit them into a neat cognitive 
pigeonhole now that I understand the game. 
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Look me up sometime 

І know that nothing will compare to being completely new to the 
whole thing and hesitating at the edge of some place called 
Muspelheim with Cadare. It’s not that I’m not open to that happen- 
ing again. If you see Bluegrime Coleclew in Midgard on the Iseult 
server and you want to show me something cool, don’t hesitate to 


Bluegrime enters and leaves Audliten. >>> Bluegrim 
a self portrait. >>> Cat got your thong? 


ime Coleclew 


Ф smali hill cat 


Troup 1 Chat 


/send me a message. But those sorts of rare moments die fast. While 
Гуе been left with a hearty social experience in combined fantasy 


arms 


a chat engine with a winsome front end, and Diablo-esque lev- 
eling from a you-are-there perspective, it'll probably take a whole 
other genre before I 


n feel like a little kid in a graveyard again. @ 


Since junior high school, Tom Chick has played RPGs of the com- 
puter and tabletop variety, but not so much any more and never 
any of the MMO variety. He has several friends who play Dark 
Ag 
the foreplay; this assignment was the consummation 


of Camelot, but has held out until now: the peer pressure was 


va wealth of strategic depth" 


-Computer Games Magazine 
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HARDWARE 


technology for today 


Games should be easy. There, I said it. Overcoming a challenge can be 
rewarding, but for the most part, the fun in playing a game should come from 
playing it, not beating it. The fact that we’ve even developed that nomencla- 
ture for games we’ve finished, a la “I beat Bridge Commander yesterday,” is 
evidence that we spend to much time playing against our games and not play- 
ing with them. Gamers tolerate frustrating games because, well, we’re gamers. 
Movie geeks tolerate hard-to-watch movies, and music geeks listen to badly 
recorded bootlegs. As an industry, we recognize that Joe Everyman has too 
much trouble with games on their default difficulty setting (when there is 
one), and yet the same problems crop up again and again. Here are a few 
generic sticking points and some remedies for all you budding (and experi- 
enced) game designers out there. 

Make the default easier. The default “middle” difficulty level is too hard for 


games are too hard 


The mechanics should be the fun part, not the challenge 


thing like, “Get ready guys, he should be coming 
through here any minute now.” 
Puzzles and items. Whenever the player has to solve 
a puzzle, use an inventory item, or use a piece of equip- 
ment for the first time, they should be given enough 
clues to figure it out. The first time you need to make 
Indiana Jones use his whip to swing across a pit, you 
should see or hear something that lets makes it obvious. 
Puzzles are more tricky, since the whole point is that 
the player figure it out. But “pick a number between 
one and ten” is not a puzzle, and the player should 
have all the info they need to reason out the solution to 
the Pharaoh’s Block and Tile Trap. If he doesn’t, he 
should be told. Maybe he should look 
at the Pharaoh’s strange symbols and 


44 If | wanted to spend my free time overcoming think aloud, пъ. ег must be a 


key to these strange symbols around 


a challenge, I'd go rock-climbing,. PP к somewnere” 


non-gamers. Just sit in a room and, without coaching, watch a regular non- 
gamer try to play a game without turning the difficulty down first. Game devel- 
opers, let your mothers play your games, but don’t tell them to change any set- 
tings. Odds are they won't think to do so, and they'll be completely frustrated. 

Let us change difficulty at any time. Nothing is worse than the realization 
that, several hours into a game, you've bitten off more than you can chew. 
Nothing, that is, except having to scrap those hours and start over in order to 
lower the difficulty. Or raise it, if it’s too easy. 

Jumping puzzles. Most jumping puzzles...aren't. There's no actual puzzle 
involved; you can usually clearly see exactly what to do. Most jumping puzzles 
are tests of your dexterity and precision, like “jump from this narrow platform 
to that moving thing, without falling in the lava." There's no problem with 
testing the player's skill, but don't test his patience. Failure should not mean 
dying, re-loading that saved game, and trying again until you luck out. If you 
don't have the skills, you should still be able to progress through the game. 

Gotcha! A "gotcha" is any circumstance where you kill or severely punish 
the player for not having previous experience of this exact part of the game. 
It's the bridge that explodes under your feet (run-and-jump across next time!) 
or the door with five guards pointing their guns at it on the 


My favorite games of all time 
come from a variety of styles, genres, 
and platforms, but they're all rela- 

tively easy. Most of the best-selling games of all time 
are pretty easy, too. Some may have plenty of chal- 
lenging optional parts (like the Mario series), but the 
critical path is a breeze. 

Ironically, though many game developers seem to 
go to great pains to make a game challenging, or 
even downright punish the player by making them 
fail first in order to learn how to succeed, I rarely 
hear gamers complain about a game being too easy. 
Too short, sure. Not enough eye-candy, yeah. Laggy 
multiplayer, all the time. But rarely “too easy." On 
the other hand, I've seen plenty of people struggle in 
vain and give up on a game that was, by default, too 
hard. If we want the whole world playing games 
with us, developers are going to have to put the fun 
where it belongs, in the mechanics, not the chal- 
lenge. If I wanted to spend my free time overcoming 
а challenge, Га go rock-climbing. e 


other side. These are cheap, frustrating, and always feel like 
designers trying to make up for something. Gotchas could TIP OF THE MONTH 


easily be avoided - audio cues would help a lot. If you want 
to put five guards on the other side of a door, ready to fire as 
soon as you come through, have them say something that 
lets the player know the situation before he opens it. That 
does not mean a casual conversation about the evil corpora- 
tion's medical benefits, which would make the player think 
he's going to have the element of surprise. How about some- 
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Re-order your start menu— Tired of new Start Menu program folders 
adding themselves to the end of the list? Click the Start Menu, then All 


Programs (in Windows XP) or Programs (Windows 98, ME), then right-click 
anything in the menu. Pick "Sort by Name" and you're done—fully alphabet- 
ized program folders. 


eeooo 


send questions to qa@cgonline.com 


I was wondering if there were any 
good quality. four- or five-star, wire- 
less speakers for my computer. Wires are 
а pain, but | have a pretty good system. 
lan G. 


А: I’m not aware of апу wireless speaker 
e sets made specifically for the PC. Most 
of what you’ll find out there are speakers and 
transmitters made to be used with a normal 
stereo receiver. If you have one handy, you 
can easily plug the line-out from your PC to 
your receiver’s line-in. They’re not cheap, 
either. A pair of 15-watt speakers and the 
transmitter will cost from $150-200. Advent 
makes some popular models, and you can 
find more about them at www.advent.com. 
Wireless speakers are a great idea for the PC, 
particularly for those 4.1 or 5.1 systems 
where people really want to put speakers 
behind them but don’t have a good place to 
run the wires. I’m surprised no PC speaker 
manufacturer has caught on yet (hint hint 
Creative, Klipsch, and Altec Lansing). 


I'm thinking of upgrading my 

600MHz Pentium 11 and TNT 
2 to an AMD 1600 and GeForce 3. 
Will this cause any major 
headaches as far as the software 
on my hard drive is concerned 
(mainly Windows)? 

Ben A. 


А: It might indeed cause a few 

e Windows headaches. If you’re 
using Windows XP, you might need 
to re-install Windows when you swap 
out your motherboard, and re-activate 


TECHBYTES 


ATI's new motherboard stuff— Video card 
manufacturers making motherboard parts is 

nothing new. The "integrated graphics" busi- 

ness is big business, and everyone wants a 

piece of it. But the far superior capabilities 

of NVIDIA's nForce motherboard chipset put 

the spotlight on this genre, and ATI recently demoed a 
product to compete. The Radeon IGP is a lot like what 
you'd expect to see in a motherboard core logic 
chipset from VIA or SiS, except with much better inte- 
grated graphics. It's like a Radeon VE—no T&L and 
only one pixel per clock, but that can be a triple-tex- 
tured pixel and it's got all the excellent video accelera- 
tion stuff from the Radeon line. ATI claims the speed 
of these things is limited more by memory bandwidth 
than anything else, and as such they should perform 
about as well as an nForce board. In other words, this 
isn't integrated graphics that are good enough for seri- 
ous 3D games, but it's up to par for casual users. Best 
of all, it should be integrated into notebooks, providing 


it as well. This shouldn't cause any real prob- 
lems—you can install right on top of the 
existing installation and it should keep all 
your settings and menus and such—it just 
takes time. With any version of Windows, 
you're going to have to install a bunch of new 
drivers for things like your hard drive con- 
troller and such, but those will be on the CD 
that comes with your new motherboard. In 
short, nothing should really break, but you'll 
have to do a little software updating along 
with your hardware. 

Any time you perform a major upgrade like 
that, back up all your important data first, just 
in case. Besides, if your machine is a little old 
and crusty, a major hardware upgrade might 
be a good time to completely format your 
drive and start with a clean slate, anyway. 


I'm building a gaming computer 

and I've been researching LCDs, 
and I've come across a few questions | 
can't find answers to. First, | read that 
LCDs have bulbs that need to be 
changed sometimes. Is this true? Second, 
1 also read that the cells take longer to 


quite a boost to the graphics capabilities in the “thin 
and light” category. 

New nForce, too— Not to be outdone, NVIDIA 
recently revealed two new versions of their nForce 
motherboard. The new 620-D and 615-D models are 
just like the 420-D and 415-D series: the 20 version 
has integrated video and the 15 does not, while both 
support real-time Dolby Digital encoding. The differ- 
ence with the 600 series is support for the new faster 
DDR333 RAM. That means that the 620-D will have 
25% more memory bandwidth (5.33GB/s) than the 
420-D. Since the nForce video performance is almost 
entirely limited by memory speed, it should run about 
25% faster. You'll also see new front-panel options on 
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switch on and off causing images to blur 
and lose their detail. Is that true? 


Eric 


А: It’s true that early LCD monitors had 

e bulbs that wouldn’t last all that long, 
and after a couple years of use they might 
burn out and require changing. That’s basical- 
ly not a problem anymore, and you really 
shouldn’t worry about any quality LCD moni- 
tor’s bulb burning out or needing replacement. 

The second problem you bring up is a real 
issue. Most LCD monitors have technical 
specs giving “response times” of around 25-40 
milliseconds. That’s how long it takes for the 
crystals to change color. There are 1,000ms in 
one second, so even a very good LCD can 
only fully change the color of each pixel 
about 40 times per second. If you’ve got a 
game that’s running at more than 40 frames 
per second, you’ll see blurring or “smearing.” 

Believe it or not, it gets worse. The 
response time listed for LCD panels is typical- 
ly how long it takes for the crystals to go 
from all the way off to all the way on, which 
is basically a best-case scenario. In the real 
world, they'll be changing between various 
levels of brightness, and can take quite a bit 
longer to respond. 

So basically, games where things change 
screen position very quickly aren’t good for 
LCD monitors. First-person shooters are some 
of the worst. But if you mostly play 2D strate- 
gy games or titles like The Sims, you should- 
n’t notice much of a problem. There are one 
or two technologies coming that could really 
improve the response time of LCD monitors, 
but we won’t see products with them until at 
least the end of the year. 


nForce motherboard computers in the near future. 
Just like the Live Drive for the Sound Blaster cards, 
you get all your audio connections and two USB jacks 
mounted in a 5.25” drive bay. All nForce boards that 
use the AMR slot for audio should be offering this 
option any day now, at a price premium of around 
$20-30. 

Double Double Data Rate— What's beyond DDR 
(Double Data Rate) RAM? Why, doubling it again, of 
course! The JEDEC standardizing body for solid-state 
electronics has approved both the DDR Il and Quad 
Data Rate ІІ (QDRII) specifications. The DDRII/QDRII 
spec allows for speeds up to 333MHz, which іп a 
modern computer would give about 5.3GB/sec of 
memory bandwidth with a single memory channel. As 
you would expect, that's twice what you get with 
DDR. We probably won't see consumer systems with 
this kind of RAM until maybe late next year, but the 
RAM should be used in high-speed network routers 
and such by the end of this year. € 
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The greatest ic PC ever made 


by Jason Cross 


0o00 


On the inside, its а 2.4 GHz Pentium 4 with 800МН2 RDRAM - on the outside, 
its a vanity mirror >>> [above] The Denon receiver has enough power to 
annoy our neighbors. In Canada. >>> [right] It's also got a ridiculous num- 
ber of inputs and outputs. [opposite page] Klipsch's top-of-the-line reference 
series makes their ProMedia computer speakers seem like child’s play 


After reviewing some “high-end” gaming PCs costing 
$3,000 or more, and some nice $1,000 machines, frankly 
we're bored with the conventional stuff. So why not go all- 
out and build a PC with an unlimited budget? This month, 
we decided to do just that. We built the "Carmack's 
Ferrari" of gaming PCs, took it for a spin, and found out 
what happens when you spend nearly $25,000 on a gam- 
ing and multimedia powerhouse without equal. Don't even 
think about blowing your kid's college tuition on a PC like 
this. This is wretched excess at its finest. 


Down on the motherboard 

Originally, the ultimate gaming PC was to sport two Athlon 
MP 2000 * CPUs. At the last minute, things changed. Sure, 
dual CPUs is impressive-sounding and wicked fast for 
things like video encoding and computer aided design, but 
the vast majority of games just don't make any use of two 
CPUs. Intel's new “Northwood” version of the Pentium 4 
gives it the performance edge over the current Athlon 
processors, and the release of the 2.4GHz model along with 
motherboards boosting the front-side bus speed from 400 to 
533MHz boost it further. So, at the eleventh hour, the dual 
Athlons were out and a 2.4GHz Pentium 4 with a 533MHz 
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bus was in. Performance-wise, it's a screamer. It’s the fastest CPU we've yet 
tested. The system, built in conjunction with Alienware, features a whopping 
two gigabytes of 800MHz RDRAM, and it blows the doors off every other 
gaming rig out there. 

But even with that much power, it’s hard not to look for more. 
Overclocking would have been nice, but that would have required a switch 
to a non-Intel motherboard, which might have been a problem without 
access to newer (and as yet unavailable) 1066MHz RAM. “We could have 
popped the chip into an Asus P4T-E, but that would put the PC800 RDRAM 
out of spec," explains Alienware Project Manager Kevil O'Neil explains. "We 
tried this, but we were not convinced that the system was 11096 stable." 


Storage galore 

When you've got a machine this powerful, you don't want to spend all 
your time managing hard drive space. The solution? Half a terabyte of stor- 
age! Four Western Digital 1200-JB drives pull hard disk duty, which at 
120GB each gives you 480GB of total disk space. These aren't your typical 
7200 RPM hard drives, either. This is Western Digital's special edition ver- 
sion with 8MB of cache (typical IDE drives have two), and it gives them 
read and write performance matched only by really good SCSI drives made 


for workstations and servers. At this level of performance, RAID isn’t real- 
ly necessary. Sure, they could have used two pairs of drives in a RAID-0 
configuration, but that would have made a marginal difference that only 
really shows up in benchmarks. Real world stuff, like level loading times 
and file copying, wouldn't be very different. 

“We gave it nearly a half-terabyte of storage space, and that kind of 
capacity is meant to be used [cheaply],” says O’Neil. “If we’d configured 
the drives in a RAID array, level 0 would be the obvious choice for its 
speed. On the other hand, say you’ve got 293GB of DVD movies on that 
array and one of your drives goes south? Ouch! Without the array, you 
would lose what’s on the respective drive, but your ‘system,’ as well as 
any other data you've got stored, will be safe and sound." 

With all that drive space, backing up must be a pain, right? Well, 
maybe not if you have three optical drives. Up top, there’s a Pioneer DVR- 
А03 drive, a ridiculously cool drive that writes DVD-RW, DVD-R, CD-RW, 
CD-R, and of course reads DVD-ROM and CD-ROM media as well. It’s not 
the world’s fastest drive, but it does just about everything. And with all 
that hard drive space you’re going to need 4.7GB DVD-R discs for backup. 

Of course, everyone wants to burn CDs as well, and just to make sure 
you can do that as quickly as possible, the bottom drive is Plextor’s new 
40/12/40x CD-RW. You know, for those times when three minutes is too 
long to wait for your CD to burn. Sandwiched between the other two is 
Samsung’s 16x DVD-ROM drive, so you don’t have to sacrifice reading 
speed using either of the two burners. 

With a whopping seven IDE devices, you’d think the inside would be a 
cabling nightmare, but it’s all incredibly neat and tidy. It’s less messy than 
many of the two-drive systems we’ve seen. Assembler David Willard’s expe- 
rience with car audio is responsible for this, we’re told. 


GeForce 4, duh 

With a rig like this, you just know it’s got the fastest video card currently avail- 
able in it, a GeForce 4 Ti 4600 (this one is made by PNY, but any would do). 
Naturally it’s overclocked, in this case to a core speed of 310MHz and a memo- 
ту speed of 700MHz. That’s a whole lot of speed—over 260 FPS in Quake Ш at 
1024x768 with everything cranked up all the way. Dropping the details and res- 
olution, you can get a ludicrous 327 FPS. 

Other benchmarks are just as impressive. At the LCD 
monitor’s native resolution of 1280x1024, 3DMark 2001 
SE scores over 8700. Jedi Knight II maxes out at 
111FPS, Serious Sam: Second Encounter at 52FPS, and 
Max Payne at 86. That’s a whole lot of speed for a reso- 
lution with 66% more pixels than 1024x768. A new 
video benchmark this month is the Unreal Performance 
Test 2002. This custom benchmark made by Epic Games uses 
the latest version of the Unreal Engine, including some advanced features you 
might not even see in games like Unreal Tournament 2003. It pushes a lot of 
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polygons, a lot of texture detail, and moves through com- 
plex indoor areas and outdoor terrain. It’s meant to indicate 
performance on future Unreal Engine games, the kind of 
stuff you'll see early next year. We managed to get an 
impressive 72FPS at 1280x1024. 


A chrome case. Yes, chrome 

АП these cool components deserve a special case. You've 
seen the standard case mods before—glass windows and 
internal lighting and such—but Alienware wanted to do 
something special, so they sent the case, keyboard, and 
mouse off to be chromed. Don't try this at home, kids. 
They had to send the metal and plastic parts off to sepa- 
rate companies that specialize in custom chroming, and 
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the price tag was about $1,000. Then there’s the labor 
involved with making it all fit again. Chroming stuff, par- 
ticularly plastic, tends to slightly warp it or make it 
thicker, which totally screws up the way parts fit togeth- 
er. You've got to break out the industrial sand paper and 
metal file to make everything fit like it should. 

But it sure does look cool. This isn’t the kind of case 
you’d put underneath your desk. It wants to be noticed. 
It'll start conversations. And before you turn on your web- 
cam, you can use the mirror-like reflection to fix your hair. 


Home theater gaming 

With all this power at your figertips, you don't want to 
stare at a 17" monitor and listen to some cheap Labtec 
speakers, you want to entertain entire crowds with games 
and movies. In addition to the gorgeous black 20" LCD 
monitor, we hooked it up to an NEC МТ1040 projector. 
Its native resolution is 1024x768, and projects a brilliant 
crystal-clear image at that resolution. You don't know the 
meaning of the word “immersive” until you've played 
Star Trek Bridge Commander on a six foot display. With 
all that hard drive space and two DVD drives, it's also 


STICKER носк:. 


If you want to build your own mega-machine, be 


prepared to pony up some big bucks. Here's : 
Alienware's price tag for the system. : 
Computer $7,717 : 
Chroming $1,000 : 
Projector/screen $2,400 : 
Speakers $6,600 : 
Receiver $4,300 : 
Cables $1,000 : 


Total р 523,017 с 


Assembler David Willard building the early dual-Athlon version of the 
Incredible Machine. >>> With so many drives and devices, you'd expect 
а maze of cables — but it's ай amazingly neat. >>> More optical storage 
than you can shake a stick at. Read and write anything that comes on 
a little plastic disc. 
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your own little home movie theater. 

And what movie theater would be complete without a 7.1 sound system? 
You'll find no paltry $400 PC speakers here—we've literally filled our con- 
ference room with Klipsch reference series speakers. Two tall 250-watt RF-7 
speakers up front (they can handle 1,000 watts peak) accompanied by four 
150-watt RS-7 satellites on the sides and rear. The RC-7 center channel 
speaker can take a continuous 200 watts, and the monstrous RSW-15 sub- 
woofer shrugs off a continuous 1,000 watts (or a peak of 2,400 watts). 
They're all connected via $1,000 dollars worth of inch-thick Z2 reference 
series Monster Cable to a Denon AVR 5803 receiver, which of course gets its 
audio from the computer via an optical link to a Sound Blaster Audigy 
Platinum EX. This THX Ultra2 certified receiver has more inputs and outputs 
than we know what to do with, and can crank out 170 watts to each of 
seven sound channels, for a total of more than 1,100 watts of power. It's 
meant to control your entire audio/video universe, down to a remote that 
has more in common with a Palm Pilot than anything else. One could easily 
fill this entire article with the finer points of this amazing piece of equip- 
ment, but suffice it to say that all the businesses neighboring the Computer 
Games offices now hate us. 


Is it obsolete yet? 

This is hands-down the most amazing computer system we've ever had 
the pleasure of playing with. And of course, for over $20,000, it had better 
be. It's terribly impressive and grotesquely over the top. Who wouldn't 
love it? But more disturbing than its raw power is how quickly it will be 
made obsolete. Sure, the speakers will always be awesome, and chrome 
never goes out of style, but by this time next year most of the components 
will be old news. LCD monitors will get cheaper and offer much faster 
response times, projectors will be brighter and display higher resolutions, 
and of course a paltry GeForce 4 will be downright mediocre. 

We asked O'Neil what he supposes he would build for such a system 
next summer. “Тһе processor will probably be a 3.5GHz or more chip with 
а level 3 cache in the multiple megabytes range. DDRII RAM is a given, 
running probably at 667-800MHz. It'll have an AGP 8x card in it for sure, 
but I doubt it'll be equipped with greater than 128MB; naturally, the card 
will be two generations beyond the NV30 or R250. Moving on to sound.... 
definitely something 7.1 with Dolby in hardware. I suspect it'll also have 
some great new technology such as 3GIO, PCIX, SerialATA II, and a sec- 
ond-generation DVD + RW." 

We can't wait. e 


Have your own tricked out 
power rig? Send us a picture 
and description to 
editor@cgonline.com. 
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holds up today is due to those moments not 
aging, with their impact rarely being replicated, 
despite advances in technology. 


ере зр оше Now а sequel has (finally) arrived іп the 


ture moments that stick with 


A long time ago, ina 
galaxy far, far, away, 


Қ А 5 form of Jedi Knight II: Jedi Outcast, or if you 
you long after the game is resigned to your betoreiogipers вар; zi IE EA 
SOUS TOS CE preity muchievervthing lished their skills... Luke want to get technical, Star Wars: Dark Forces 

ү c H 3 Skywalker and Mon III: Jedi Knight II: Jedi Outcast (but that’s just 


about DOOM, the first level of Duke Nukem 3D, Mothma show off their making a stupidly long name even stupidly 
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AE advances, from superb 3D graphics and per- 
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the moments you say, “Okay, there’s a little a 
5 % player and multiplayer components. 
something about this game. 


As one of the pinnacle games of its genre 
(or any genre, for that matter), the original 
Jedi Knight has a bunch of these kinds of 
moments. For example, there's spending а 
level trying to escape a tumbling ship taking a 
nosedive toward the surface of a planet, peer- 
ing over the edge of a platform and thinking 
the environments are infinitely huge (where's 
the Empire's equivalent of OSHA when 
designing these places?), or finally wielding a 
lightsaber to slice and dice a few stormtroop- 
ers. In fact, one of the main reasons it still 


I'm Kyle, and | have 
unfortunate facial hair 
The single-player game once again puts you in 
the boots of the unfortunately coiffed Kyle 
Katarn, who’s given up the Jedi lifestyle (and 
his lightsaber) to play the mercenary game 
with his partner Jan Ors (the Freudian impli- 
cations there are obvious, but probably not 
relevant). A few years have passed since he 
flirted with the dark side of the force while 
avenging his poppa’s death and saving the 
Valley of the Jedi from bad guy Jerec. At the 
opening of this game, Mon Mothma shows up 
to hand out a new mission to our wonderful 
couple, and that’s when things really go awry. 

It seems the fractured Empire (this is post 
Return of the Jedi in the Star Wars universe) 
has various remnant groups milling about 
causing trouble (called creatively enough 
Remnants), and while Katarn wants out of 
this mess, they keep (force) pulling him back 
in. Without giving anything away, he’s given 
a predictable reason for becoming a Jedi 
again, and as he tracks down the bad guy, he 
bumps into, and at times fights side-by-side 
with old friends like Luke Skywalker (still 
with 70s helmet hair, but minus Mark 
Hamill’s voice) and Lando Calrissian (voiced 
by Billy Dee Williams and replete with a 
swank pimp-mobile spaceship). 

The 24 missions, in eight different loca- 
tions, feature level design that nearly reaches, 


Faces of death. Kyle 
shows off his various 
dying moves. 
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You're а Jedi. This is ап uneven battle 
in your favor. 


and obviously exceeds on technical merits 
alone, the heights of the original. Unlike most 
Quake III-engine games, the levels share with 
the original Jedi Knight a sense of massive 
scale, with designs that feel rather open-ended 
but are always linear. They do a good job of 
looping around so you’re never spending time 
backtracking over the same areas. They're full 
of the controllable vehicles, overheard conver- 
sations (arguably pioneered in the original), 
and the keycard puzzles expected in any mod- 
ern 3D shooter. There’s some interactivity in 
the environment (breaking glass remains one 
of gaming’s minor pleasures), a few people to 
talk to, and plenty of in-engine cutscenes with 
minimal hyperactive “look at me, I’m in 3D!” 
camerawork (a few space fly-bys are pre-ren- 
dered, with poorly compressed video). The 
sound, in typical Star Wars gaming fashion, is 
phenomenal—the opening scroll text with the 
theme music blaring, the sounds of blasters, 
the sound of the lighsaber, it’s music to the 
ears of any Star Wars geek. 

Though length is a poor judgment of a 
game’s quality (who wants to spend 30 hours 
with Daikatana versus 10 with Elite Force?), 
the single player game takes about 20 hours 
for fairly good players, though too much of 
that time is spent loading saved games due to 
the game’s absurdly high level of difficulty. 
Unlike most current games, there’s no train- 
ing mission to get you started—you're thrown 
right into the fray, facing a half-dozen 
stormtroopers in the game's first area. The 
game stumbles out of the gate, as the early 
levels are at-best mediocre, with none of the 
visual pizzazz or interesting combat of the 
later ones. More problematic is the game's dif- 
ficulty level—even if you're an experienced 
player, the challenge throughout is signifi- 
cant, and it only gets worse as many levels 
devolve into perfectly executing a series of 
jumps (yes, it's Super Jedi Brothers), at times 


while under siege by hidden 
snipers (which just makes it 
that much more difficult). 

In an ideal game, every 
failure should be the player's 
fault instead of being due to 
some random hazard thrown 
in his or her path. It's not 
like it's particularly hard to 
kill off the player in a game, 
and it’s a sign of a lazy 
design when most of the dif- 
ficulty in Jedi Knight II is 
due to it being a wee-bit too 
enamored with the “gotcha” 
moment. Walk in a room— 
Gotcha!—you're dead. Die a 
few times, figure out the 
solution, and repeat as nec- 
essary. There’s the “collaps- 
ing floor” gotcha, the “snipers in impossible locations” gotcha, and the 
“bunch of random guys hiding in some tiny room for no apparent reason” 
gotcha. Most games, this one included, don’t give you enough feedback to 
properly deal with these types of situations, and the game ends up punish- 
ing and frustrating the player. The only plus side is a greater sense of 
accomplishment (or is it survival?) when finishing, though that’s better 
handled through a strong narrative. 


The Return of the Jedi 

It’s only after the point in the game 
where Katarn decides that Jedi thing isn’t 
such a bad thing (and at this point you 
get an excellent tutorial on the Jedi arts) 
that the game comes to life. It continues 
to build momentum right until the very 
end, where an unfortunate swamp level 
dredges up bad memories of an equally 
bad swamp level from Heretic 2. 

Design wise, it’s a slightly unfortunate 
decision by Raven to withhold the Jedi 
abilities from the player until a few lev- 
els in because Jedi Knight II far surpasses 
the original game in its handling of the 
Force. As you progress through the 
game, your various Jedi skills increase, 
and while it doesn’t give you a true role- 
playing feeling by letting you select 
which skills to work on or by increasing 
those you use with greater frequency, it 
shares with The Phantom Menace the 
sense that a Jedi is a complete and total badass. Put that gun away, Mr. 
Katarn, that lightsaber, and your acrobatic martial arts skills (thanks to 
that force juice running through your veins) does the trick. You run on 
walls, do backflips, deflect shots back at helpless stormtroopers (who still 
aim as poorly as they do in the movies, thank George Lucas), and engage 
in what surely is bad Jedi behavior (force pushing people over, then 
throwing your lightsaber at them to chop ‘em up). The melee combat, 
which is even better in the game's terrific multiplayer, takes this game to 
even greater heights. Taking on multiple Jedi in the solo game is incredi- 
bly challenging, but unlike other parts of the game, never frustrating and 
downright exhilarating. 

The melee interface is incredibly simple, particularly to anyone who’s 
played Raven’s highly underrated Heretic 2. Like that game, it’s played 
from a third-person perspective (as in the original, it can auto-switch per- 
spectives when switching weapons, which is weird for continuity but the 


Where's RoboCop 
when you need it? 
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right thing to do for gameplay), and 
all of the advanced moves are simple 
to execute. There are three styles of 
saber fighting, which are more useful 
in multiplayer than the regular game, 
giving you faster or slower attacks 
that do less or more damage respec- 
tively, and all the cool stuff is based 
on combinations of the primary 
movement keys. It's a simple inter- 
face to pick up, and while random 
button-mashing definitely works in 
the single-player game’s many Jedi- 
Jedi battles, more subtle playing is 
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nomenal—it’s almost as much fun to watch as it is to play. 
It includes seven different game modes, all of which are 
basic variations on deathmatch and capture the flag 
(including the old Mysteries of the Sith favorite “Capture 
the Ysalamiri"), but despite that apparent limitation, it's 
just a fantastic game to play against other humans or even 
just computer-controlled bots (which are seriously good, 
with varied skills). 

Though the included maps aren't particularly special 
(too many have objects all over the place that get in the 
way of good lightsaber-to-lightsaber combat), there are an 
enormous number of options for those hosting the game. 
You can limit it to just lightsabers, give maximum or lim- 
ited force powers, create “force power" profiles (you have 
a limited number of “force points" to dole out)... in other 
words, there are plenty of combinations to make even the 
most traditional deathmatching feel a lot fresher (assum- 
ing you go with lightsabers instead of guns). The most 
purely entertaining mode is the “Duel,” where two Jedi 
face off against each other while everyone else watches. 
Once one player is dispatched, the next in the queue 
enters the arena. Most importantly, the Quake III engine 
provides its typically impressive online performance, 
which is even more critical when you're dealing with a 
close-quarter melee game. 


Wickedly соо! 
If Raven has never really made a bad game it's also 
arguably never made a brilliant one. If Jedi Knight II 
doesn't quite reach the heights of the original, being 
somewhat less inspired and lacking in the *moments" and 
surprises that made it so significant, it's at least superbly 
crafted and executed, with top-notch produc- 
tion values. It's also challenging (too much so 
at times), somewhat unevenly paced, occa- 
sionally annoying, but more often than not, 
wickedly cool. 

But when you're finally finished, after you've 
stopped cursing at the *gotcha" moments and 
the occasionally annoying jumping sequences, 
you're left with the memories of taking on mul- 
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rewarded in multiplayer. 


Virtual free-for-all 
If the single-player game has a few 
blunders, its deficiencies are redeemed by this surprisingly deep and thor- 
oughly entertaining multiplayer mode that all but guarantees a long life for 
the game and a healthy mod scene. All of the game’s animation is fantastic, 
and in multiplayer games, when you have 16 or more wannabe-Jedi run- 
ning around doing all sorts of wild maneuvers, the game just looks phe- 


tiple Jedi, throwing people over ledges, using 
force grip on a stormtrooper and throwing him 
at his buddies, or lopping the arm off some 
anonymous Remnant bad guy. Hmm, so maybe 
the best Star Wars game since the original Jedi 
Knight does have some of those transcendent 
gaming moments after all. 


[clockwise from top left] Jedi bad behavior. Using force push to send 
stormtroopers to their death. Well, they deserved it for being evil and 
all. >>> The multiplayer just looks, and plays, fantastic. >>> Yes, the 
environments are vertigo inducing. 


A solid and well-executed single-player game with fantastic melee 
combat and terrific multiplayer action, badass Jedi-ness, great 
looking and sounding 


Nearly sadistic difficulty level, less inspired single-player game 
than the original, average multiplayer maps 
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Freedom Force 


The world’s 


by Andrew S. Bub 
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Man-Bot оп ice! 
>>> Jurassic Main 
Street! 


greatest superhero game 


GENRE Strategy DEVELOPER Irrational Games 
[www.irrationalgames.com] PUBLISHER Crave 
Entertainment [www.cravegames.com] 
REQUIREMENTS Pentium Il 300, 64MB RAM, 3D 
Accelerator MULTIPLAYER 2-4 players; Internet, 
LAN ESRB Everyone 


“For Liberty!" Freedom Force liberates the role- 
playing game from the chains of fantasy and the 
strategy game from the stranglehold of post- 
apocalyptic sci-fi. “For Freedom!” Freedom Force 
leaves the player free to choose their own 
heroes, their own powers, and lets them toss a 
car at nefarious and cleverly named super vil- 
lains. “For Justice!” Freedom Force does justice 
to the love millions of true believers hold for the 
super-corny conventions, quirks, clichés, and 
characters of Silver Age comic book heroes. It’s 
a clever homage to the superhero comics of the 
“6075 lovingly wrapped around a solid tactical 


strategy game. It’s fantastic, amazing, incredible, 
and above all, it’s charming, even for people 
who didn’t grow up reading comic books. 

Like a comic book by Stan Lee and Jack 
Kirby circa 1962, Freedom Force hangs on the 
thinnest and most illogical of plots. An alien 
race seeks to destroy humanity by dousing its 
criminals with Energy X, a mutagen that caus- 
es super powers in human beings. The idea is 
that the resultant super-villains will tear the 
Earth apart, facilitating an alien invasion of 
epic proportions. But one brave alien throws a 
cosmic wrench into this plan and escapes 
with enough Energy X to grant origin stories 
to a handful of Earth’s finest citizens. 
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Leveling up the star spangled Minute Man! 


Irrational heroes 

Irrational’s clever crew of creators touch upon every comic book cliché 
imaginable. There’s the patriotic hero (Minute Man), the lothario (El 
Diablo), the headstrong teen sidekick (Liberty Lad), the aquatic hero (Man 
О’ War), the alien trapped on Earth (Mentor), the mystic (Alche-Miss), the 
brooding hulk cursed by the very powers that make him exceptional 
(Man-Bot), and that's only about half the heroes available in the single 
player campaign. Heroes enter the story in the contrived 
way they always meet in comic books: they fight, become 
fast friends, and then team up against the bad guys. 

The love Irrational Games holds for the medium is in 
every line of code and every cleverly packaged cliché. From 
the cleverly named villains—like Nuclear Winter, Pinstripe 
the gangster, the mysterious Shadow, Mr. Mechanical, Deja- 
Vu, and many more—to the bizarre perils the team faces, 
like giant ants, marauding robots, commies, dinosaurs, 
aliens, and mythological gods gone mad. Anyone who's 
ever immersed themselves in Silver Age comics, or reprints 
of them, will instantly feel at home here. Even non-fans 
will get the references anyway, because they're so firmly 
entrenched in our culture. In spite of all the cheesiness, 
Irrational plays it straight and with ample respect. This is 
not a parody; it's a 
mushy love letter to 
Lee's hyperbolic prose 
and Kirby's superhu- 
manly dynamic poses. 

Fortunately the 
graphics engine is 
more than up to the 
task of rendering such 
heroism, with eye-pop- 
ping colors and 
enough polygons per 
character to ensure 
our heroes and villains 
strike poses reminis- 
cent of the source 
material. Special 
effects like El Diablo's 
fire bolts, or Man “О War's electrical attacks look perfect, and buildings 
crumble into pieces when struck. Characters dodge, punch, fly, lift and toss 
objects, with fluid animation and impressive physics. Toss a car down the 
street and it might snap light poles like twigs (which your heroes can then 
use as bats) and slam into another car. When heroes get struck, they fly 


through the air like rag dolls with damage indicators and word balloons 
like “Biff!”, “Bam!”, “Karroom!”, and the inimitable “Verrang!”, to empha- 
size the action. You can spin and tilt the camera, and view the action from 
any angle. The game’s many environments look fantastic, from the streets 
of Patriot city, to super-villain lairs, to tunnels deep within the Earth. 

The game features two kinds of cut scenes, those using the game engine 
itself and ‘origin’ stories using single frame animation. The origin stories in 
particular are brilliant, featuring amusing bits of animation, fitting musical 
stings, and hilariously bad dialogue. The audio is 
extremely clever, especially in terms of its variety. From 
the Russian “Nuclear Winter” dirge, to the psychedelic 
carnival music played when facing Déja Vu. The writing 
is intentionally bad, but it’s Stan Lee bad, so that’s all 
right. The voice acting is often intentionally bad and each 


The Awesome Ant! >>> It's not nice to fool with Mother Nature! 
>>> Gangster flambé, courtesy of El Diablo! 


voice actor does a perfect job emphasizing the wrong 
words to comic effect, avoiding the self-parody that could 
knock the whole atmosphere for a loop. 


Kerrang! 

All the comic book cleverness in the world wouldn’t 
make up for a bad game beneath, and thankfully this is 
also a remarkably solid strategy game. It uses a pauseable real-time engine 
and a menu driven interface to great effect. It’s easy to pause the game, 
assign orders, and then unpause to watch the action. One useful feature is 
that you can set the pause to slow motion instead of stopping the action 
altogether. You can set it from a still-too-quick half-speed to an almost 
frozen one-sixteenth speed. 

The only problem is the characters don’t choose new targets, or change 
to more appropriate powers, on their own. If you assign Man-Bot to wal- 
lop a gangster on one side of the map, and Liberty Lad to toss a stun 
grenade at a thug on the other, you’re going to have to pause and reassign 
orders every time they defeat their current enemy, even if another thug is 
pumping the Man-Bot full of lead. This gets hectic when you’re multitask- 
ing several heroes at once, and you can control up to four on some maps. 


Campaign for Justice 

Freedom Force’s campaign is a linear series of missions, ranging from linked 
“multi-issue” missions (with their own vintage and worn covers) to one- 
shot missions focusing on a particular character or two, cleverly aping the 
way comic stories are told. During the campaign characters grow and 
change by gaining experience, and you can choose how they develop by 
placing Character Points into their powers and abilities. The result is that, 
by the end of the game your El Diablo will be unique in the superhero uni- 


verse. Success in your missions gives you 
Prestige Points, which let you recruit in-game 
optional characters or custom heroes you create 
or download. Creating heroes is easy and 
already you can download skins and ‘recipes’ 
for your favorite licensed heroes from various 
fan sites. Just bear in mind that a character like 
Superman will be prohibitively expensive to 
buy with your Prestige 
Points in the game. 
Unfortunately the flexible 
character generator is 
paired with an altogether 
too simple multiplayer 
deathmatch mode. Some 
co-op missions would 
have been nice. Sadly, 
there’s no single player 
Instant Action or 
Skirmish mode either, so 


you can’t even pick a few heroes, add some vil- 
lains, and build your own battle. 

Freedom Force is still the super hero game 
fans have been wishing for all these years. It’s 
a terrific game and it brings with it a child- 
like sense of nostalgia kids will respond to 
and kids-at-heart will eat up. Like any good 
comic book, it also makes you hungry for the 
next issue and leaves all kinds of unanswered 
questions, like: What will happen to Freedom 
Force next? What will Irrational do next? Why 
didn’t anyone else think of this first? What 
superhero game curse? 


An almost picture perfect homage to Silver Age 
comics, with a solid strategy game attached 


3 Мо skirmish mode, weak multiplayer 
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SSG closes the book оп real time strategy 
by Tom Chick 


E Real-time Strategy DEVE 2 SSG [www.ssg.com.au] 
I R Ubi Soft [www.ubi.com] REQUIREMENTS Pentium II 350, 
64MB RAM MULTIPLAYER 2-6 Players; Internet, LAN, modem Teen 


Game © Warlords Battlecry II might seem like an unassuming “me-too” 
EDITOR'S title, a sort of Frank Stallone to the superstar Sylvester of 
CHOICE  Blizzard's WarCraft franchise. If you listen closely, you can proba- 


bly hear gamers across the world putting it back on the shelves 
and muttering, “I don't think ГЇЇ get it since WarCraft III is coming out soon.” Their 
loss. They’re passing on what turns out to be the definitive real time strategy game. 
It's hard to imagine there's anywhere left to go with the conventions established a 
decade ago in Dune II, WarCraft, and Command & Conquer. 

Not that there are any astonishing innovations in Battlecry II, which is very much a 
student of those games. But there's hardly a critical thing you can say about it that you 
can't say about the genre itself: the better economy almost always wins, there are a 
handful of optimal building strategies for each side, playing well involves quickly shift- 
ing the focus of your attention, more troops will usually overwhelm fewer troops, you 
won't win until you learn how to use your units effectively, the setting is clichéd, and 
so forth. These sorts of criticisms, which are valid, are true of nearly any real-time strat- 
egy game. But so many of the traditional problems are minimized in Battlecry II, which 
isn't reinventing wheels so much as realigning them, greasing axles, tightening spokes, 
and retreading tires. It comes not to abolish real time strategy games, but to fulfill them. 


How to make money without really trying 
The heart of real time strategy is usually the economy, which can also be the bane of 
real time strategy. In games that play by the usual peon paradigm, resources are car- 
ried from a gathering point back to your base, so you'll spend as much time manag- 
ing workers as soldiers. But Battlecry eschews this and borrows from Total 
Annihilation's model of controlling locations to suck up resources. Convert mines to 
your side and they'll give you resources as long as you don't let your opponent take 
them. Now go about your business with your soldiers. 

Battlecry also uses StarCraft's model of multiple resources with each side having 
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Fey lightning hawks and faerie dragons picking on a poor 
defenseless ogre. >>> [inset] When titans come calling. >>> 
[above] The orcs try out their succubus zapper. 


different requirements. This places strategic importance 
on the map, but it's relative for each side. Crystal, for 
example, is essential to elves, but hardly worth the trou- 
ble to dwarves. This gives you incentive to explore and 
control the map, not just for the resources you want, but 
for places you can deny your opponent. There are also 
special locations like shrines, temples, and item chests, 
each of which offers a distinct advantage. Geography 
isn't just a tabletop for battles to play out; it's a template 
for your strategy. 

Perhaps the most important resource in real-time strat- 
egy games is the player's attention. This should be treat- 
ed as a necessary evil rather than a gameplay element. 
You should not be punished for being unable to be in 
two places at once, which is why tactical AI and interface 
аге so important. Battlecry II has one of the most satisfy- 
ing unit AIs and perhaps the single most streamlined and 
flexible interface of any game in the genre. There is a 
spread of unit attitudes you can give to individual units, 
groups, or even production buildings. You can order 
units to use their spell abilities automatically, or you can 
fire them manually with hotkeys or by using a button on 
the interface. There are redundant hotkeys, buttons, and 
mouseclicks for most commands. There's a wide range of 
game speeds. You can pause and give orders. If there's a 
better way to reduce the player's workload without lock- 
ing him out of the game, it hasn't been discovered yet. 


Gentle grade ahead 
This is a big game with a long learning curve. This isn’t 
a bad thing because the process feels more like a 
sequence of discoveries than an obstacle course. 
Learning Battlecry II isn't a climb so much as an enjoy- 
able hike with occasional revelations. Ah, so that's how 
the undead work. Ah, so that's the advantage of the bar- 
barians. Ah, so that's the way to play the dark dwarves. 
Most of this isn't spelled out in the manual, which gives 
you the bare mechanics but is nicely supplemented by 
an online appendix brimming with stats. Although there 
are helpful tips sprinkled throughout the game and doc- 
umentation, you're left to your own devices to figure out 
how best to use everything. 

At first, it might seem overwhelming. 12 sides with 
about 10 units each, 12 hero races with 16 classes, about 
100 spells, and another 100 special abilities, for a grand 
total of some exponentially ludicrous number of combi- 
nations. But the beauty is that it presents all this with a 
dainty dim sum mentality: sample what you want and 
the rest will be waiting for you when you're ready for 
more. Try just one race and you might be disappointed 
at how limited the game is. Try a second race to get an 
idea of how different the sides can be. Try a third race to 
get a sense for the considerable variety. And then spend 
hours exploring the other nine races. The result isn't a 
game that sprawls (cf. Empire Earth), but a game that 
lasts a long time because there are so many new things 
waiting for you to try. 


Titans of the clash 

Many real time strategy games with 
an economic foundation can drag 
on for hours, but Battlecry II games 
rarely run more than an hour. This 
is due in part to the streamlined 
resource management and base 
building, but a lot of the credit goes 
to the titans, late-game stalemate 
busters. Although these expensive 
units at the top of each race's tech 
tree are powerful enough to wade 
through most defenses, they aren't 
omnipotent. They serve as a sort of 
one-shot divine intervention; if you 
lose your titan, you can't build 
another. It's as if the hand of God 
descends into the game—for a 
price—and says, “Неге, take this, 
but if you blow it, you're on your own." 

Although titans are completely new to Battlecry II, a lot 
of its strengths are carried over from the first game. The 
original’s big innovation, persistent heroes that gain expe- 
rience and abilities as they fight battles, has been tweaked 
а bit. Spellcasters are more powerful and flexible, early 
points spent on the training skill don't give as considerable 
an advantage at higher levels, and the merchant classes 
that make units and buildings cheaper aren't as easy to 
abuse. Other elements have been expanded or completely 
reworked. The various schools of magic have been adjust- 
ed, as have the armies available to each side. Naval com- 
bat, almost always a secondary concern, is now gone. 

The most significant improvement since the first game 
is the single-player campaign, which was a linear 
sequence of canned missions that could only be played 
with a human hero. But in the sequel, the campaign is a 


dynamic jaunt across a strategic map, with each conquered province offering special 
bonuses or unlocking new races. Surprises pop up as you play and there's a grand 
prize waiting at the end. You can use any hero in a campaign and you can move 
heroes freely between the campaign, skirmish games against the AI, and multiplayer 
games. The game's underlying philosophy seems to be that you can approach it how- 
ever you want, at whatever pace you want, and with no doors closed. From the flexi- 
ble interface to the ability to turn off crucial game elements like heroes and titans, 
there's a sense of humility in the design, a sense that the developers at SSG made it 
your game, not theirs. 


Racial equality 

With this much flexibility and so many elements, there are valid concerns about bal- 
ance, and if you consider balance a matter of each race having equal capabilities, 
then it certainly isn’t. Each has distinct advantages, which can be maximized by 
researching certain technologies. Each also has distinct disadvantages, which can 
sometimes be offset by choosing the right kind of hero. The beauty of the system is 


What do you want on your tombstone? >>> Time to gloat. 


that for each limitation, there are solutions. There are ways 
to exploit every strength, and counters for nearly any strate- 
gy. There are some balance issues with some of the new 
races, though. For instance, a loophole in the rules gives 
daemon summoners the ability to completely bypass the nor- 
mal building process and whip up an army of their most powerful units before an 
opponent has even finished his first structure. But this is the sort of thing that should 
be fixed easily enough (there are already plans to address it in the next patch, which 
should be out by the time you read this). SSG has a superlative reputation for post- 
release patching to smooth out balance and technical issues, even when their pub- 
lishers have ceased official support. 

It’s ironic to realize it took SSG, one of the grandfathers of turn-based strategy gam- 
ing, to create the definitive real time strategy game. It’s worth repeating and it’s not 
said lightly: the definitive real time strategy game. There are many out there, and a lot 
of them are very good, but for now, there are none better than Warlords Battlecry II. 


The new paragon of real time strategy 


Sticks to the conventions of the genre 
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REVIEWS > 


r Woods 
Pars Shor4 — Skins 


Tour 2002 


by Brett Todd 


GENRE Sports DEVELOPER Headgate Studios 

[www. headgatestudios.com] PUBLISHER EA Sports 
[www.ea.com] REQUIREMENTS Pentium Il 400, 64 MB 
RAM MULTIPLAYER None ESRB Everyone 


Two years ago, Headgate Studios revolutionized golf games with Sierra’s 
PGA Championship Golf 2000. With the refinement of TrueSwing 3.0, a real- 
istic interface that mapped the motions of a real golf swing to your mouse, 
duffers could cuss out their computers just like they did their clubs. At 
roughly the same time, EA Sports paid Tiger Woods a golf bag full of money 
to lend his name to the company’s new golf series. Million-dollar star power 
didn’t do a thing for the bloated design, however, and the end result was 
one unpleasant experience. You may have cussed out those games, but not 
because of its unerring capacity to duplicate your real-life slice. 

Fortunately, EA Sports was paying attention. Using what little of the 
company treasury that wasn’t earmarked for Mr. Woods, the company 
hired Headgate away from Sierra. Hence the arrival of Tiger Woods PGA 
Tour 2002, a fantastic effort that almost makes you forget about the awful- 
ness of its predecessors. A few design miscues and some noteworthy bugs 
make it less than revolutionary, although these problems shouldn’t hold 
anyone back from enjoying a landmark achievement in golf simulations. 

What makes gameplay so satisfying is, unsurprisingly, TrueSwing tech- 
nology. Headgate has moved it from the Sierra series to the EA Sports one 
without a hitch. If anything, the swing is better than ever; dinosaurs should 
abandon two- and three-click interfaces once and for all. Where previous 
editions were difficult for users to grasp, the current one is a snap thanks to 
a range of forgiving difficulty settings. Newbie friendliness has only been 
taken so far, though. Slide the difficulty bar up and you’ll notice increased 
sensitivity that makes it tougher to get off a straight shot. This sensitivity 
gives advanced players unprecedented “feel” with those virtual clubs, espe- 
cially with approach shots, chips from around the green, and long-distance 
putts. Finally, the TrueSwing Analzyer dishes out feedback after every 
swing. Thanks to this innovation it's finally easy to determine what you're 
doing wrong...even if it’s still not any easier to actually fix the problem. 

Presentation values provide another plus. Gameplay modes are plentiful, 
including multiple season play, a PGA Challenge mode that lets you take on 
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€ Tiger Woods PGA 


Great swing, second-rate quality control 


[counterclockwise from top] Some days, 
Tiger's not sure if he’s golfing or shooting 
another Buick ad. >>> Tiger thanks sweat- 
shop workers for making his stylish Nike 
apparel. >>> The TrueSwing Analyzer 
keeps track of your swings. 


specific objectives in order to advance up 
a ladder, and an online multiplayer 
option. There is also a full course archi- 
tect along with a converter that handles 
courses created for both prior games in 
the Tiger Woods series and the PGA 
Championship series. EA Sports has also 
finally moved this series into the same 
area code as its other, chrome-heavy 
sports releases, giving it a 3D-accelerated 
engine with graphics comparable to 
those seen in the likes of NHL 2002 and 
Madden NFL 2002. Tiger looks just like 
he does on his TV commercials, Colin 
Montgomerie is tubby, and Jesper 
Parnevik even wears that Ed Norton-style 
turned-up cap. All six courses are beauti- 
fully rendered. Pebble Beach features a 
rolling surf in the background of the sea- 
side holes. Royal Birkdale takes you to 
the flat plains of the English countryside. 
Spyglass Hill boasts devious sand traps. 
Little touches—such as the blades of 
grass that fly from your clubhead after 
shots from the rough and the realistic shimmering of water 
hazards—can be found everywhere you look. 

Marring all of this is EA Sports’ decision to kick the 
game out the door too soon. Many problems are evident, 
though thankfully most are minor. The default camera 
setting, for example, has a habit of tracking shots 
through trees or behind hills. You need to go back to the 
main menu before proceeding to the next round of a 
tournament, or advancing in PGA Challenge mode. 
Broadcasters David Feherty and Bill Macatee repeat the 
same half-dozen lines over and over. Some issues are 
beyond the annoyance category. Crashes occur often 
enough to make you jittery. Multiplayer mode was bro- 
ken when the game shipped, and even if EA Sports gets 
it working, you can only play through the company’s 
proprietary service for a single year (online play termi- 
nates on March 1, 2003). 

Shoddy quality control and time-sensitive multiplayer 
mode or not, Tiger Woods PGA Tour 2002 is a great 
game. As much as you might want to knock it for so 
many blatant errors, both 
of omission and of inten- 
tion, you simply can’t 


CLUB PATH 


Fade m с 
POWER overlook the brilliance of 
99% aT, Ed Қыл 

АРД the TrueSwing пмерасе: 
Siow \ Consider this a solid rec- 
IMPACT x " 

Toe ommendation, albeit one 


with a few reservations. 


UPSIDE Features the best mouseswing ever 
developed for a golf game 


DOWNSIDE 


Design flaws will make you curse just like 
you were out on a real course 


RATING Ж Ж Ж Ж 


The game the gods (almost) forgot 
by Scott Udell 


Simulation Ultimation [ww.ultimation.com] Ubi 
50/981 [www.ubisoft.com] Pentium Il 266, 64 MB RAM 
\ 2-8 players; Internet, LAN Everyone 


If the frigate was the “sexy” command of the Age of Sail, getting all the 
cool assignments, then the destroyer is arguably the sexy (well—interest- 
ing) type of WWII warship, with its incredible assortment of assignments: 
convoy escort, anti-air picket, shore bombardment, fleet screen, and more. 
It's this variety that ultimately saves Ubi Soft's simulation Destroyer 
Command from a torpedoing by its own flaws: despite the problems you'll 
face with the as-shipped version of the game, the shear breadth of game- 
play in Destroyer Command keeps it afloat...if barely. 

In the game, you'll get to command a U.S. destroyer in the Atlantic, 
Pacific, or Mediterranean. You may be solo, you may be in charge of a 
small squadron of other destroyers, you may be operating totally indepen- 
dently, or you may be tied to a large convoy or fleet of capital ships and 
other escorts. One of the high points of the game's design is that it lets you 
choose the level you wish to play at: you can play it almost like a real-time 
wargame, not ever dealing with the details of gun-laying or depth charging; 
you can take a more hands-on approach but still let your crew do the really 
hard stuff; or you can get really down and dirty with switches and dials 
galore. The only time where the game forces your hand is when you're in 
charge of many other destroyers. In those situations you just don't have 


time to dive into the bowels of your vessel. 


The game does a very nice job putting you into your environ- 
ments, particularly through the visuals—you've read about ships 
emerging out of a fog bank, now you can see it. Sound is decent, 
even impressive on a good set of speakers, but more background 
noise (particularly from the crew) would've been appreciated, espe- 


cially in combat situations. 


While there is a solid selection of stand-alone scenarios based 
around such famous actions as Savo Island and Cape Esperance, 
and you can throw together a fight using the game's quick battle 
generator (note: this is not a full editor), the meat of the game 
comes in its two campaigns, one in the Atlantic and one in the 
Pacific (which, ironically, starts you out in the Asiatic Fleet—see 
below). Like Silent Hunter II, you must succeed in one mission to 
80 on to the next, and failure at any point forces you to restart the 
mission (even if you had an earlier save). Unlike its submerged 
brother, though, the campaigns in Destroyer Command feel weighti- 
er and more varied—there's a lot of fun buried here. The game also 


ships with multiplayer 
options although, alas, 
the advertised link to 
Silent Hunter II was not 
ready at release (nor 
almost a month after). 
Unfortunately, this is 
а leaky boat. The ship 
handling AI will frustrate 
you to no end—it is for- 
ever crashing friendly 
vessels into each other, 
even in broad daylight 
and on calm seas. Many 
a time you'll end a sce- 
nario with more damage 
caused by your own 
ships than by the enemy. 
It's hard to stress this 
enough: this one problem 
will cause you more grief 
than just about any 
other. At least one con- 


[clockwise from top] Prepare to get dirty in 
the engine room. »»» Ouch! Can't even 
handle a simple formation change. >>> 
Now, ain't that just the purtiest thing? 


trol described in the tutorial isn't in the game (giving directions by 
clicking on the compass rose), although thankfully it's not really 
missed. The game can be quite unstable on some systems; how 
much of this is the game's fault and how much insidious driver 


conflicts is hard to say. 


In his book, The Fleet the Gods Forgot, W.G. Winslow tells the 
story of the U.S. Asiatic Fleet: a doughty set of ships and men great- 
ly outmatched by superior Japanese forces; they fought valiantly, 
but were ultimately doomed. Destroyer Command is much like that 
poor fleet: “a proud little game that met gameplay head on... sad- 
dled with defective code... a lack of finishing... and incompetent 
and bungled AI, the game fought on” (with apologies to Capt. 
Winslow or the author of the book’s dust jacket). Hopefully, 
though, a deus ex machina of patches and/or fan-provided “correc- 
tive mods” will keep the Destroyer Command from following the 
Asiatic Fleet into the gods’ forgetfulness, because the game—and 


gamers—certainly deserves it. 


Gripping at times, loads of detail, surprisingly atmospheric 


Sometimes very glitchy Al, no multiplayer against 
Silent Hunter Il at this writing, bugs 
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апа George Weasley for Wizard Cards, which don’t do anything and, 
unlike in the books, don’t move. The game is compulsive about secret 
areas containing beans. To motivate you, and stretch the playing time 
out, you can only save your game periodically whenever you run 
across a floating savegame book, which overwrites your last save. The 
jumps and switch-puzzles are unrelentingly easy and monotonous for 
long stretches, then something crazily hard and wearying will come 
along, usually accompanied by the unskippable cut scene. 

What feels strangest about this well-worn recipe for entertainment 
is that this is Harry’s first day of school, and the place is inexplicably 
full of dangerous pits and carnivorous plants to menace new students. 
Harry’s spell tree adheres to a similar logic. For a magic academy, 
they don’t seem to teach you much at Hogwarts except how to open 
doors with different particle effects. When you/Harry first learn a 
spell, you’re instructed to trace its specific pattern onscreen with the 
mouse. After that, though, you just cast any spell by aiming at a door, 
chest, or mirror and left-click; the appropriate symbol appears there 
automatically, tipping you off. All of the spells act just like keys. 
Harry also can’t strafe, which makes lining up a jump more difficult 
than it should be. There’s also no invert-mouse feature. I know, I 
know. It’s for kids. 

Breaking up the action, as it were, is a pair of Quidditch matches 
against rival Hogwarts houses Slytherin and Ravensclaw (you can 
play unlimited exhibition matches in a separate game menu once 
you've played the first). Graphically these sequences are impressive 
but controlling the broom is even harder here than the book and 
movie made it seem. Moreover, though you're being beleaguered by 
opponents' Bludgers and the arena is swarming with other players and hoops and 
sparkles, there doesn't 
seem to be any way to lose. 

To be fair, there are a 
couple other diversions 
from the endless jump 
grind. The troll-in-the-bath- 
room sequence is spiked 
with a genuine burst of 
suspense, although a lot of 
it might just be the disori- 
entation of Harry running 
towards instead of away 
from you so you can't see 
where you're going (game- 
play). Luckily, there is one 


Harry gets potted and passes a stone 
by Kelly Wand 


Third-person jumper Knowwonder/Amaze 
Entertainment [www.amazeentertainment.com] 
Electronic Arts [www.ea.com] 

64 MB RAM, 3D Accelerator 
Everyone 


Pentium 11 266, 
None 


Electronic Arts's 
Harry Potter and 
the Sorcerer's 
Stone, based on 
the first of J.K. 
Rowlings's best- 
selling tetralogy 
(so far) of mildly 
rambunctious 
Harry Potter nov- 


els and its prof- 
itable film, is 
magical in the 
same sense that 
Magic Johnson's talk show The Magic Hour was. It’s a 
platform game like every other platform game since 
Donkey Kong, but without any rewards awaiting you at 
the top, let alone along the way. It's a rush job, encrust- 
ed with indifference like the ice that furs old ice cream. 

You play Harry Potter living out the book's narrative of 
his freshman year at Hogwarts School of Witchcraft and 
Wizardry, although much of the game is concerned with 
just getting Harry to all of his classes on the first day (you 
would expect the corridors to be crowded with other chil- 
dren experiencing the same navigational woes but they're 
mysteriously empty; maybe he's being hazed). Empty 
describes the cast, too; except for Draco Malfoy, the char- 
acters here all seem drained of their essences. 

Harry spends the bulk of the game jumping. Along the 
way, he and you collect beans that don't do anything, 
along with yellow challenge stars that don't do anything. 
If you save up enough beans, you can trade them to Fred 
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small yet rewarding ері- 
logue sequence that accu- 
rately captures the raffish 
spirit of Rowlings’s books, 
the only thing in the entire 
game that does. 


for kids!” 


“But it’s jus 


[clockwise from top] “No—wait, broom—I said cup!" >>> “So, 
wait. Three of us. Three dog-heads. One flute? | foresee 
issues." “Just blow, Harry.” >>> Harry: "But why's һе so 
mad?" Ron: “What could've been so offensive in that 
restroom that..." Both of them, eyes wide with horror: 
"Hermione!" 


There's a widespread tendency to dismiss lazy corporate console sludge like this with 
that rejoinder, as if entertainment for the very young should somehow be beyond 


analy: 


s. Granted, American kids warmly embraced a bunch oí turtles distinguishable 


only by the color of their bandannas, then demanded more sophistication and so were 
given, to mass delight, the Power Rangers. But putting any child through the enervat- 
ing paces of this game is just tantamount to giving them a field trip to the drill factory 
where Mr. Dursley works and forcing them to write an annotated term paper, with 
pencils they have to whittle themselves. Harry Potter and the Sorcerer's Stone would 
take most pre-teens maybe ten hours to finish. 


That's enough to 
read at least two com- 
plete Roald Dahls or 
Lemony Snickets. 


You get to be Harry Potter and fly on a broom 


He's broomless 98% of the time; instead of 
Lara Croft's ass, it's an eleven year old boy's 


High Heat Baseball 2005 
Or...High Heat Baseball 2002 
Gold Edition 


* x 3 


GENRE Sports DEVELOPER 300 [www.3do.com] 
PUBLISHER 300 [www.3do.com] 
REQUIREMENTS Pentium 166, 32 MB RAM 
MULTIPLAYER 2 players; TCP/IP, Internet, LAN, 
Modem ESRB Everyone 


Aíter three years oí bug-filled High Heat 
releases, 3DO had to take a step back and do 
whatever was necessary to release a playable 
version out of the box. The result is High Heat 
Baseball 2003, a game that is flimsy on new 
features, identical in visual presentation, and 
is for the most part a better on the field expe- 
rience. Unfortunately, a few serious bugs con- 
tinue to keep it from reaching its potential. 

The most damaging bug occurs when you 
score off of an error, as there are times when 
the game refuses to count the run. This only 
happens when you score on the same play in 
which the error occurred, and obviously 
something like that doesn't happen every 
game—but when it does you may as well quit 
and start over. 

Another issue pops up when turning a 
double play. The throw to first is lobbed 
rather than rifled, making it very hard to turn 
two. This is not a bug, according to 3DO, but 
rather a way to reduce the number of double 
plays. It certainly does do that, but looks 
ridiculous in the process. 

There are noticeable improvements such as 
tracking teams in player histories, a better 
pitcher fatigue model, realistic ball physics, 


Turning two this year is frus- 
tratingly difficult. >>> Boone 
laces one to left; the ball 
physics are much better 

this year. 


bunting for a hit is much 
more difficult, it's easier to 
go from first to third on a 
base hit, and pulling the 
ball is a bit easier, too, 
resulting in fewer opposite 
field power shots. At times 
it admittedly feels like a 
glorified patch for High Heat 2002, but it 
plays a noticeably better game than last year. 

This is the most stable and playable ver- 
sion of the series hit store shelves in years. 
It's also the least ambitious in terms of new 
features (there aren't any). The gameplay 
remains top notch, unequaled in the genre, 
but the scoring bug combined with the lack 
of new features and the same tired graphics 
keep it from attaining baseball nirvana. 
—William Abner 


Out of the Park Baseball 4 
Baseball geek heaven 


KKK KY 


GENRE Sports DEVELOPER Out of the Park 
Developments [www.ootp4.com] PUBLISHER Out 
of the Park Developments [www.ootp4.com] 
REQUIREMENTS Pentium 166, 32 MB RAM 
MULTIPLAYER 2-31 players; Internet, Same 
machine, PBEM ESRB Everyone 


Once a sports series estab- 
lishes itself, fans begin to 
expect yearly updates that 
are more than glorified 
patches; they want new 


Ж. 


Games features, fewer bugs, and 
EDITOR'S (е45оп to spend another 
CHOICE 530. With this standard in 


mind, Out of the Park 
Baseball 4 is a rousing success. 

Among the more prominent additions 
include a Windows-friendly interface, salary 
cap options for career leagues, expanded 
player statistical histories, trading blocks for 


< REVIEWS 


better player shopping, a new email system 
for player/agent negotiations, real-time league 
leader boards that fluctuate while games are 
simulated, built-in FTP support for online 
leagues, and more player personality in the 
form of team loyalty, team leader, and clutch 
performance ratings. 

There are a few minor quibbles, however. 
The lack of sound effects of any kind gives 
the game a solitary, lonely feeling. The com- 
puter AI trades players too often, especially 
top caliber ones. The scheduling options are 
а bit weak in that the teams all have the 
same days off. 

It's important to note that there are no real 
players due to the lack of licensing. You can 
download rosters that add them, or even 
import any team from 1902 to 2001, but the 
game's strength is in using fictional players 
rather than real ones. 

Out of the Park continues to offer baseball 
fans a mountain of game for a mere $30; it 
remains, by far, the best baseball simulation 
on the market for simulating career leagues 
and creating your own baseball universe. 

— William Abner 

Out of the Park Baseball 4 can be 

purchased online at www.ootp4.com 


Jefferson City Monarchs 
@ Huntington Hillbillies 


It's opening day in Huntington! >>> The player 
cards are much more detailed in version 4. 
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Hang it from your rear-view mirror for 
decoration, just don’t play it 


by Scott Osborne 


GENRE Management Sim DEVELOPER Vectorcom 
Development [www.vectorcom.de] PUBLISHER 
Fishtank Interactive [www.fishtankgames.com] 
REQUIREMENTS Pentium Il 300, 64 MB RAM 
(128MB for Windows 2000), 3D accelerator 
MULTIPLAYER None ESRB Everyone 


If the thought of heading an automotive 
empire, of being the next Henry Ford or Lee 
Iacocca, catches your fancy, don’t look to Car 
Tycoon to fulfill your dreams. You'd be better 
off playing with your little nephew's Matchbox 
cars because this is a real lemon of a game. 

Before you even begin to play, you know 
you're going to be in for a bumpy ride. The 
skimpy manual offers a slight overview of 
what the different interface buttons do, but it 
doesn't explain the actual game concepts use- 
fully. Once in the game, the brief tutorial is 
equally shoddy. More than a few of Car 
Tycoon’s features get no mention or explana- 
tion whatsoever. Figuring out how to play 
shouldn't be part of a game's challenge. 

Despite the first impression given by the 
various graphs and charts, there's really not 
much to the game, anyway. You can play 
open-ended free-form sessions or tackle a 
series of scenarios with specific goals like 
acquiring factories. The game plays out in real 
time, letting you choose from two speeds. 

You tell your factories to produce various 
car models, assembling them from a few basic 
components. You set promotions and dis- 
counts at auto dealerships and buy advertising 
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from ad agencies. For a quick cash injection, you can take out loans or 
invest in a comically simplistic stock market. No matter what you do, your 
options are limited, and the interface is a mess. Worst of all, there's almost 
no sense of engagement with your auto “empire.” It's all impersonal, 
abstract, simplistic, and dreadfully dull. 

Trying to get things done in the game takes way more work than it should. 
You can click on a garage and learn it's for sale, yet there's no way to buy it. 
You have to hope it goes up for auction. If you want to check gas prices, 
you'll need to scour the city for a gas station since there's no interface button 
to help you find one. A little message window at the bottom of the screen will 
display an unlabeled bar graph or utterly useless messages from your secre- 
tary. Believe it or not, there's no way to track your competitors in any useful 
detail without resorting to pricey industrial espionage. For that matter, there's 
no real way to track consumer demand or a host of other seemingly important 
data. You may as well just randomly click on things and hope you win. 

On top of its bad game design, Car Tycoon is painfully rough around the 
edges. It seems essentially unfinished: some text remains in the developer's 
original German, and the game crashes more than a drunk unicyclist. 
Prepare to encounter a host of bugs every time you play, including the 
inability to load saved games. 

At least the 2D isometric visuals, featuring tiny buildings and cars, are fair- 
ly competent, calling to mind games like SimCity. You can zoom in and out 
and pan around the map, though zooming in just makes the graphics blurry. 
You won't see much of interest, anyway, and the visuals are ultimately pretty 
superfluous. The city really just acts as a glorified interface, requiring you to 
click on certain buildings, like car dealerships, to open information panels. 

Oddly enough, you never get to see any cars up close. You, may as well 
be producing kewpie dolls. The manual touts the automobiles of the 50's as 
"some of the most beautiful cars ever,” though you wouldn't know it from 
the game. You'll just have to take their word for it. 

The extremely limited sound effects, mainly just the annoying ch-ching of 
а cash register, also don't make much of an impression. The best that you 
can say about them is that they're there. On the other hand, the game's 
theme song, a sort of faux-50's guitar instrumental, is surprisingly catchy. 

It's sad, though, when the theme song is the most memorable feature of 
à game. Car Tycoon is a muddled and buggy mess, with precious little to 
capture or hold your attention. It would be better off in a scrap heap than 
in your game collection. 


[above] Zoom in for a closer but blurrier view. >>> [below] Slap a car together 
from a few basic parts. 


UPSIDE If there's an upside, it's well hidden 


DOWNSIDE 3 Muddled and boring core game design, bugs 


galore, clumsy and uninformative interface 


* 


RATING 


Building the perfect Gas Powered Diablo 
by Steve Bauman 


RE Role-playing Action DEVELOPER Gas Powered Games 


[www.gaspowered.com] PUBLISHER Microsoft 
[www.microsoft.com]REQU 4ENTS Pentium Il 333, 128MB RAM, 3D Accelerator 
4ULTIPLAYER 2-8 players; Internet, LAN ESRB Teen 


In many ways, it's unfair to draw direct comparisons between 
Gas Powered Games' Dungeon Siege and the Diablo series, but it's 
equally impossible to deny their similarities. Both are the ultimate 
evolution of the most primitive form of "travel to exotic lands, 
meet exotic people, then kill them and steal their loot" gameplay 
pioneered in Nethack. Both feature superb graphics and stream- 


ne 


EDITOR'S lined, mouse-based interfaces. And both simplify the numerical 
CHOICE databases that are the backbone of all role-playing games while 


retaining the sense you own your character, that you’ve con- 
trolled their evolution from a 
shapeless human-like mass to a 
killer warrior or wizard. 

And most importantly—sur- 
prise!—both do what they do 
extraordinarily well. Dismissing 
Dungeon Siege a mere Diablo 
clone is inaccurate, because it’s a 
true next-generation technologi- 
cal evolution of the genre with 
gameplay refined to near-perfec- 
tion. It’s easy to forgive some- 
thing for being derivative when 
you're talking about such well- 
executed entertainment. 


All revved up and 
ready to go 

Right out of the gate it grabs 
you with its phenomenal graph- 
ics, but it takes a fair amount of 
time before you get down to some serious monster bashing. It’s set in the 
Kingdom of Ehb, a world shaped like Pac-Man (the “mouth” is an ocean). 
The plot is a fairly typical “the world was happy until something the people 
did in the past bites them on the ass, awakening an evil that threatens to 
devour the land” kind of thing, but the main goal of the game is to wander 
around, talk to a few people, kill lots of monsters, steal their loot, increase 
your stats, rinse, repeat, wash. You create your character (choosing gender 
and appearance) and start out as a simple farmer. Armed with a trusty dag- 
ger (or if you’re feeling like a real farmer, a rake or hoe), you head out 
across the lands, smiting all that can be smited. Stick with it to the end and 
you get a spectacular final battle sequence that uses every colored lighting 
effect known to man. 

The game includes a skill-based system where you gain points by using 
your abilities, not through experienced-based upgrades you “spend” on 
your attributes. If you use melee weapons, for example, your melee and 
strength attributes increase. Using magic (with two disciplines, combat and 
nature) increases your skill and intelligence, while ranged attacks also 
increase dexterity. As part of the brilliance of its overall interface design, 
the game delivers immediate visual feedback on your progress in each 
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[center] Scenes like this are com- 
mon throughout the game. >>> 
[left] Farmer Doofus takes оп 
people in close quarter combat 
while Crit stands around and 
states the obvious. >>> [right] 
There's nothing quite as beauti- 
ful as a snowy world. How 
peaceful... 


skill, with a bar that fills in behind the weapon icon. 
Where the Diablo games are undeniably attractive, the 
3D graphics of Dungeon Siege are at-times jaw-dropping- 
ly beautiful. It's a fully 3D game with a slightly angled 
top down view that requires some fairly sizable hard- 
ware to get going, though it's not as dependent on high 
frame rates as a first-person shooter. It has an incredible 
sense of scale, with bridges spanning valleys, enormous 
waterfalls or lava flows. To solve some of the problems 
of a top-down 3D view, it uses transparency effects for 
objects to fade them out so trees and roofs don't block 
your view, and fog is used to great effect in certain areas. 
More impressive than the actual graphic design is the 
voodoo technology that allows a completely continuous 
world. One you load a saved game, you're never faced 
with another “Loading Map" screen—it ends up spoiling 
you for every other game out there that constantly paus- 
es the action. When you enter a dungeon from the sur- 
face or use one of the many elevator-style transports, the 


surface gradually fades out. You're only pulled from the 
game from some of the infrequent engine-based story 
scenes, and had they elected to remove them altogether 
(which wouldn't have weakened the game), it would 
join Ultima IX as the only seamless game, from start to 


finish, in existence. (Half-Life was close, but its frequent 
“loading” pauses disqualify it.) 


Combative interfaces 

The beautiful worlds are chock full of monsters to beat 
up, and that's where the tactics take over. In both single- 
and multiplayer, you can have up to eight people in 
your party (in multiplayer, they all have to be player 
controlled), and there's a wealth of tactical options. 
Designer Chris Taylor's experience in the real-time strat- 
egy genre comes into play here, as the game gives you 
formations, profiles for storing weapons (shift between 
ranged, melee, spells, you name it), plus default attack, 
movement, and targeting orders. 

What makes it even better is how little you actually 
need to use them, at least on the lower skill levels, as the 
level of difficulty is perfectly balanced and scales beautiful- 
ly with the skill level of the players—this is one of the few 
games where the “Easy” single player game is just that. 
Better players can go in and set up profiles for every type 
of combat situation and pause a lot to micromanage, while 
others can just sit back and watch as the battle unfolds, 
occasionally hitting the “drink potion” or “mana” button. 

Everything you can do in the game is hot-keyed (and 
remappable), but you can also play the game with just the 


mouse. The on-screen interface is unobtrusive, and most of it can be folded 
off screen to open up more of the playing area. There's no real way to make 
inventory management of a party of eight less tedious, but there are still 
shortcuts when dealing with stores (hold “Ctrl” while clicking to buy/sell). 

And let's give special credit for the "Z" key, which grabs all on-screen loot 
and, assuming you have a pack mule, puts it on its back. That shortcut, plus 
the ability to use standard Windows conventions (“Ctrl-A” to select everyone, 
holding down *Ctrl" selects multiple characters, extensive rubber-banding of 
items), is enough to put it far above almost every game out there. 


Minor blemishes 

Because of the structural similarity to Diablo, Dungeon Siege also shares a 
few of its weaknesses. Its narrative is anemic (though arguably secondary 
to the game's primary goal of providing lots of stuff to kill), combat gets 
extremely chaotic and tiresome at times (due to the quantity of combat, the 
sound effects wear a bit thin over time, but the music throughout is subtly 
effective), and it features a world design seemingly built more around ful- 
filling a feature list than cohesion. You have the contrived grassy areas, 
forests, deserts, snowy places, underground lava worlds, swamps, etc. On 
the plus side, the segues between regions are handled well. In particular, 
ascending from the dreary Glitterdelve Mine to the snowy Glacern region is 
positively breathtaking, as you see snow start to form on the walls of the 
elevator until you reach the calm, winter wonderland surface. 

The pacing is, at times, a bit off. Lacking a “town portal"-like spell to 
whisk you back to civilization at a moment's notice, some passages 
between major areas drag out a few beats too long. A few more quests 
(with items as rewards) and general "things to do" aside from bashing 
monsters would go a long way toward breaking up these slightly repeti- 
tive and tedious areas. (And can we officially put *swamp world" on the 
list of places that always suck?) It's undeniably gratifying to kill some- 
thing and loot its corpse—gamers are so ghoulish—but for a game that's 
like a puppy in its eagerness to please, the extreme length between places 
to sell your items means you end up dumping a lot of stuff. For players 
trying to go with fewer party members, you spend an inordinate amount 
of time juggling inventory items. (A *transmute" spell converts items to 
gold in the field, but it isn't nearly as gratifying—or literally rewarding— 
as selling items in a store.) 

There's just so much loot, especially in the beginning of the game (later 
monsters drop more gold), you can never grab everything unless you have 
multiple pack mules. Yes, you can bring along a mule, and it's a fantastic 
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[counterclockwise] Hey. is this 
Might and Magic? What's 
with the laser guns? >>> 
This is when things get offi- 
cially weird. Is that a... 
rocket launcher? >>> The 
HUB system lets you quick- 
ly navigate the multiplayer 
world. >>> Best. Lava. Ever. 
Sure, it's dumb and deriva- 
tive to have a lava world, 
but damn, it looks good. 


addition, as it removes the 
need for what were usual- 
ly called “mule” charac- 
ters, the weaklings you 
kept around just to hold 
inventory. It’s not much of 
a fighter, though, and it’s 
shocking how protective 
you become of these 
mangy, dirt-eating, cuties. 


Co-op a loop 
While there’s no equiva- 
lent to the persistent “Realm” characters in Diablo II, and the “Zone Chat” 
of Dungeon Siege isn’t quite as full featured as battle.net, the overall multi- 
player experience is excellent. A built in browser (that’s a bit quirky at 
launch) lets you easily find games, or you can connect directly over the 
Internet or a LAN, and once in the game itself, the performance is excel- 
lent. Because it stores all the information on each player’s com- 
puter, there’s probably a good chance there will be some forms of 
cheating, but as with most online games, you're better off playing 
with those you know. 

While the single-player game contains 30 or more hours of 
role-playing (depending on the difficulty level and number of 
characters you play with), the multiplayer world is even larger 
and provides more proof that co-operative multiplayer is worth 
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doing for any party- or 
team-based game. Up to 
eight people can play, 
either all co-op or with 
some team variants (with 
or without player 
killing), and you can 
compete for kills. 
Alternately, you can just 
play the game much like 
it's a single-player game, 
minus cut scenes and a 
pack mule. Designed 
around a hub system that 
lets you travel from 
town-to-town (which 
helps keep people togeth- 
er when they join in mid-game), you explore tons of 
areas and kills scads of creatures with your friends. The 
only oddity is the game pauses for everyone while a new 
player joins, at least until they click the “I’m ready to 
begin" button. (You can optionally not allow any new 
players in once a game has started.) 

You can import characters from the single-player 
game, and they come in with their gold and items, 
though at this point their development forks—you can't 
take an improved character back into the solo game. 
There are also additional higher multiplayer-only difficul- 
ty levels for the truly high-end players and characters, 
and the monsters there are impossibly difficult and 
require teamwork of at least four to eight players. The 
maps are, again, quite the wonder to behold, and once 
the tools for building new levels are released in early 
May [see the tutorial on page 86 -ed], expect tons of new 
mods and maps for multiplayer, and hopefully 
single player, adventuring. 


The better Diablo 

Dungeon Siege does everything Diablo and its 
sequel does, strips out the less fun parts, buffs 
up the good bits, and polishes it to a shine not 
seen since, well, the original Diablo. That it's a 
better game isn't surprising—it was as 
inevitable as its designer Chris Taylor helping 
evolve Total Annihilation past WarCraft II 
when he worked for Cavedog. You find much 
of what made that game so successful in 
Dungeon Siege as well; the smart evolutionary 
advances in gameplay, a terrific use of technol- 
ogy, great atmosphere, amazing balance, and 
most importantly, superb playability. 


Has "it," that thing that compels you to play for hour 
after hour, fantastic graphics, the world's best game 
interface, superb balance 


Dungeons get a bit endless, "megamap" somewhat 
useless due to its small visible area 


WOMEN LOVE BAD BOYS. 
BAD BOYS HAVE DSL. 


w 


Typically referred to as “bad ass,” the online gamer who 
has DSL is a belligerent yet irresistible sort. He is legendary 
for his high-speed Internet access. He is feared for his 
ability to download up to fifty times faster. He has really 
big hands. The DSL man never puts up with busy signals 
and can even use his phone while he’s online. 

When you see a DSL man, kiss your girlfriend goodbye 
and kick rocks, soldier. Or else you'll have a grappling 
contest on your hands. 

But don't just take our word for it. Studies show nine out of 
ten supermodels prefer a man with DSL. Some seek out the 
speed. Others seek out the reliability. They are obsessed 
with this. In fact, when women go to the restroom together, 
they are secretly discussing DSL. 


Hey, tough guy. Get £y EarthLink DSL. 


Upgrade to Earthlink” DSL. The fastest way to getto the Real. the $99 activation fee. You save a total of $4507" Get DSLand 
Internet and the smartest way to play online video games. DSL start kicking sand in the face of lesser gamers. Call 
provides you with an “always-on” Internet connection. No more 1-800-ЕАЕТНЦМК or visit earthlink.net. Ask about getting your 
busy signals, delays or dropped connections during play. DSL. own static IP address so you can host your own game server. 
is up to fifty times faster than regular dial-ups. It's just $49.95 Not quite ready for DSL? Try our award-winning Internet dial- 
month: Sign up before July 31, 2002, and receive a free DSL ор service for only $21.95 a month. Pop in the enclosed CD 
modem and free selfinstall kit. It’s that easy. We'll even waive to get started with 700 free hours: 


Save $450. Call 1.800.EARTHLINK roday and mention DSL Promo Code 11675 or go to earthlink.net 


"Offer expires July 31, 2002. DSL service not available in all areas. Some restrictions apply. Offer available to new Earthlink DSL customers only. Not redeemable in conjunction with any 
other offer. Offer requires you to maintain a current DSL membership at $49.95 per month for a minimum of 12 months. Early termination fees apply. Please call for details.“ Based оп 
professional installation fees for Bell South ($199.95) and SBC ($200) as of September 20, 2001. "This offer is for new EarthLink dial-up analog service only. 700 free hours valid within the 
first month. ©2002 EarthLink, Inc. EarthLink ond the EarthLink logo are trademarks of Earthlink, Inc. All rights reserved. EarthLink, Inc., 1375 Peachtree Street, Level A, Atlanta, GA 30309. 
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great games never die 
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one too many nazis 


Maybe you wanted to return to Castle Wolfenstein, but I didn't 


It's the winter of 1992 in 
Peterborough, Ontario. I'm in my 
bedroom, burrowed into a paper 
cairn of books and photocopied 
essays piled on the unmade bed. I'm 
trying to make some sense of a 
research topic picked for me when I 
didn't speak up quickly enough in 
class the week before, and trying 
even harder to ignore the three-and- 
a-half-inch floppy sitting on the 
nightstand. The door opens and in 
shuffle all three of my roommates. 
They've got nervous eyes that never 
look up from the orange shag that's 
been laid down in every student 
duplex in town. I wonder if this is 
some sort of intervention, before 
remembering that Glen, John, and 
Brad drink even more than I do. 
Glen sits down beside me. John 
and Brad hover by the door like first- 
day funeral directors. Glen speaks. 
"$0, you got enough work done so 
" we can play some more 
Eae» Wolfenstein?” 

m What do you think happened 
next? If you answered “You kicked 
those losers out of your room and 
got back to working on that seminar presentation," you obviously don't know 
that I spent eight years as an undergrad working on degrees in alcohol and 
playing games. Or that the winter of Wolfenstein 3D shareware was the gam- 
ing equivalent of Moses on the mountain for my roomies and me. The four of 
us spent days crammed into the tiny space in front of my old 486, which was 
the only computer in the house if you excluded John's paperweight-class Atari 
XT. We'd kill Nazis on half-hour shifts—one man on the keyboard while the 
others did a little school work and pretended not to clock-watch while they 
waited for their turn. Each of us completed the game a dozen times, and Glen 
was still gunning down guard dogs as I was packing up my clothes to move 
home in April. 

id Software's blend of B-movie absurdity (I know they saved Hitler's brain, 
but where did he get that power armor?) with the chance to gun down hun- 
dreds of history's greatest monsters in 3D was something that few could resist. 
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The quasi-historical setting and the 
allure of slaughtering herds of Nazis 
were huge pluses to casual gamers 
who couldn't relate to the elves and 
aliens approach taken by many devel- 
opers prior to this. Yet after 
Wolfenstein 3D and its Spear of 
Destiny sequel, game companies moved back to 
familiar sci-fi themes. id moved on to demons and 
aliens in Doom and Quake, 3D Realms to similar big 
uglies from outer space in Duke Nukem 3D. 
Recognizably human villains all but vanished from 
shooters for the next six or seven years. 

Now things have come full circle. Thanks in large 
part to mods like Day of Defeat and Counterstrike, 
and retail games like Rainbow Six, Return to Castle 
Wolfenstein, and Medal of Honor: Allied Assault, 
there's too much of an emphasis on realistic adver- 
saries and scenarios. While there's still a heavy dose 
of the unreal in some games—presuming of course 
that Heinrich Himmler really didn’t try to raise the 
dead in 1944—you’re still grounded in the here and 
now by firing garden-variety machine guns at gar- 
den-variety goosesteppers. As a result, I’m finding it 
hard to get excited about the current shooter scene. 
It seems like barely a day goes by without someone 
announcing a new mod that finally gets the recoil of 
the M-1 correct, or includes a dozen character classes 
representing the roles that Wehrmacht officers 
played in the Battle of the Bulge, or something else 
that Stephen Ambrose once pretended to write a 
book in his own words about. 

What we need now is something to swing the 
pendulum back the other way, a game or mod as 
novel to 2002 as Wolfenstein 3D was to 1992. Maybe 
it’s just nostalgia talking, but I can’t see anything out 
there at the moment that would hook four deadbeat 
students for months at a stretch. Particularly four 
deadbeat students who were casual gamers when 
they got their first taste. I’ve been looking to the mod 
community to provide that sort of kick to the indus- 
try, although perhaps this time game producers will 
get things rolling with sci-fi shooters like Jedi Knight 
П and the upcoming Unreal II. Whatever does the 
trick, I'm praying that it shows up soon. Although I 
wouldn't trade my memories of 1992 for anything, 
sometimes you can kill one too many Nazis. ө 


Darwin Didn't 

Have This In Mind 

Those disappointed that Command & Conquer 
Renegade wasn’t the hybrid that some were 
expecting can soon see what might have been 
in the Natural Selection mod for Half-Life. 
Where Renegade shifted the C&C universe into 
first-person shooter territory lock, stock, and 
BFG, Natural Selection moves in the other direc- 
tion. Lead designer Charles “Flayra” Cleveland 
and the rest of his 14-man team are crafting a 
multiplayer mod that keeps the first-person per- 
spective but changes gameplay from that of a 
standard shooter to an eccentric real-time strate- 
gy game pitting space marines versus aliens. 
One player on the marine team serves as the 
commander, who has access to a base, a top- 
down view of the map, and typical real-time 


MODS & ENDS 
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Matt Blind. The latter should be particularly 
interesting to Risk fans. 


CIVILIZATION III (OFFICIAL SITE) 
www.civ3.com 


Head Straight To Augusta 

It may have come in under the radar of most 
gamers, but Sid Meier’s SimGolf is going out 
as one of the year’s bigger hits. Maxis is 
doing its part to build the.game’s popularity 
through the creation of the SimGolf Exchange 
at the official website. There, users can swap 
golf stories and homebrewed courses. The lat- 
ter category is developing a huge following, 
with over 200 courses in the online library at 
press time. Some of the must-plays include 
Ttitus83's accurate rendition of Augusta 
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also embracing the included course architect. 
For the best selection of third-party down- 
loads, head to N.C.D.: Tiger Woods 2002-99. 
User-designed extras began popping up there 
within days of the game hitting stores, includ- 
ing two new courses—The Haze by Andre 
Tremblay and Heathland Links by K.F. Baker. 
Also available are PGA Tour pro pictures to 
use for your golfers, and even custom shirts, 
pin flags, balls, clubs, and leader boards. For 
further golf game information, on both the 
Tiger Woods series and its competitors, turn 
to The Course Depot. 


N.C.D.: TIGER WOODS 2002-99 
www.sportplanet.com/tigerwoods 
THE COURSE DEPOT 
www.sportplanet.com/coursedepot 


The commander's view in Natural Selection. >>> JZ Temple's ornate Temple Kingston course for SimGolf. >>> Setting out for a round at The Haze. 


strategy functions such as resource production 
and tech research. The commander also issues 
orders to units, who are of course being con- 
trolled by other human players. Natural 
Selection was entering its final playtest in early 
March, and it is hoped that the mod will be 
available for download at the official website by 
the time you can read this. Also by that point, 
it’s hoped that the development team's webmas- 
ter will have reconsidered the use of tiny grey 
text on a black background. 


NATURAL SELECTION 
www.natural-selection.org 


Brave New Worlds 

While all of the reasons needed to buy 
Civilization III may be in the box, that hasn't 
prevented Firaxis from bolstering gameplay 
with the hosting of a new CivMods section at 
the official website. Fanatics are encouraged 
to submit their mods, maps, tutorials, and 
strategy tips. Four user-designed maps have 
already gone up, including a representation 
of the real world by Marla Singer and an 
interesting take on strategy board games by 


National, DocDT's fanciful Roger Trent Johns 
at Monte Sano Championship, tbrodnik's 
“everything but the kitchen sink" Classic Hills 
Championship, and JZ Temple's lavish 
Temple Kingston Championship. The only 
drawback is the lengthy registration process, 
where publisher Electronic Arts demands to 
know everything but your blood type before 
allowing you to download any game compo- 
nents. For quicker service, you might want to 
check out JZ Temple's Backswing fan site, 
which features both his courses and the 
works of select others. 


BACKSWING: A SIMGOLF FAN SITE 
jztemple.tripod.com/backswing 
SIMGOLF HOME PAGE 
simgolf.ea.com 


Tiger-Tiger Woods, Y'All 

Golf madness continues this month with a 
selection of new courses for the recently 
released Tiger Woods PGA Tour 2002. The lat- 
est and greatest edition of the Tiger Woods 
series from EA Sports is garnering positive 
reviews from critics and fans, and the latter is 


BARGAIN BIN 


Disciples: Sacred Lands 

Ten-spot burning a hole in your pocket? Consider 
exchanging it at your local software store for 
Strategy First's outstanding 1999 strategy-RPG 
hybrid. Set in a fantasy realm akin to that depicted in 
the Heroes of Might & Magic series. Four distinct 
playable races, an epic storyline, and a real emphasis 
on turn-based strategic planning make this one of the 
most interesting titles of the past few years. 
[Strategy First/1999] 
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Build Your 
Own Adventure 


Gas Powered Games explains how 
to get started with the Siege Editor 


by Gas Powered Games 


FIGURE 1 - Start with a new region. 


So you’ve always wanted to make your own combat 
role-playing game but you’re not a programmer? No 
problem! The Siege Editor is the same tool Gas 
Powered Games used to build Dungeon Siege, and by 
May it will be available for download at 
www.microsoft.com/games/dungeonsiege. The GPG 
team wants you to have an easy time getting into the 
editor, so they’ve provided this exclusive tutorial that 
will show even a total beginner how to make their 
own adventure. You’ll want to start by downloading 
the editor from Microsoft’s site and the example files 
and scripts from www.cgonline.com, and then follow 
these simple step-by-step instructions to build your 
very first Dungeon Siege map. 

The best way to start is to first take a look at the 
final gpg сет map, which is what you'll be creating 
here. In the File - > Open menu, expand the 
gpg_cgm map directory and select the “tutorial” 
region to get a feel for what a level looks like. To try 
your hand at building this pleasant farm scene, 
restart the editor and follow the steps below. 


Basic Movement around the Editor 

Right click and hold to move around the map, and 
use the mouse wheel to adjust zoom. To move verti- 
cally, hold down shift while right clicking and moving 


the mouse, or hold down both the left and right mouse buttons while moving 
the mouse. Click and hold the middle mouse button to rotate. Please note that 
you must use a three-button mouse in order to move with it in the Siege Editor. 


Building 
Choose New Map from File Menu, and give it a name. The name cannot con- 
tain any spaces and must be all in lowercase, such as “my_world.” 

Give your map a Screen Name. This will be the Name the Map is identified 
by in Dungeon Siege, such as “My World.” 

The Description shows what the map is for, like “Make new friends in my 
world!” Then click OK to close the dialog and your new empty map is ready to go. 

Choose New Region from File Menu and then choose the map you just cre- 
ated from the Select Map drop-down box. 

Type a name into the Select Name for New Region box, like my_house. 

Select the Target Node, the starting node you will build the world around. 
To do this, first expand expand the Terrain Nodes directory and scroll down to 
the Grass_1 folder. Then expand the Grass_1 directory and scroll down to the 
Houses folder, and select the node t_grs01_houses_generic-b-log.SNO. Click 
OK to close out the menu. (see figure 1) 

Now would be a good time to save. Click on the floppy disk icon in the 
upper left toolbar to bring up the Save dialogue. Make sure all options are 


FIGURE 2 - Adding grass nodes around the house. FIGURE 3 - Add objects to make the house look 


lived-in. 
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FIGURE 4 - Without a starting position, your hero 
can't enter the map. 
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checked before you hit the Save button. 

Your region will now look like a house sitting in black space. 

Click on the Custom View tab at the lower left side of the editor, and 
expand the tree to CGM_Afterlife_Tutorial/Nodes. Select t xxx flr 08x08- 
v0.SNO (floor node). 

Click on the house node, and use the Source Doors arrow buttons located at 
the lower left side of the editor to rotate through the node’s doors until you 
get to door 1. Then use the Destination Doors buttons to rotate the Floor node 
so Door 6 of the floor node is connected to Door 1 of the house node. Rotate 
through the doors again until Door 3 is highlighted. 

With t_xxx_flr_08x08-v0.SNO still selected in the Custom View panel, add 
another floor node so Door 6 of the new node is connected. 

Snap more floor nodes around the house node by rotating to unconnected 
doors and adding nodes in this fashion. Be careful not to overlap one node 
over another. Node doors can only connect to one other door, so if you over- 
lap nodes, your region will not connect correctly and has the potential to 
crash or display strange behavior in the game. 

Remember to save after placing every few nodes. When you save, it also 
connects all node doors that are adjacent to other nodes. Important note: After 
the target node has been placed, all new nodes must connect to other nodes. If 
deleting a node cuts off several nodes from the target node they will automati- 
cally be deleted. To avoid deleting an entire string of nodes, never delete a 
node unless you have just saved. 

You should now have a house in the center of a grassy area. (see figure 2) 

Add a field to the right side of the house by first selecting t_grs01_field- 
rows-corner-b.SNO. Rotate the field-row corner so Door 2 connects to the ter- 
rain and the textures match up. 

Continue adding field-row nodes, using all of the variations in the folder. 
Create a field that is three field-row nodes wide and six field-row nodes long. 

Now we'll add a Chicken Coop and Well. First select t_grs01_houses_coop- 
a.SNO and add it off the one of the field-row edge nodes, then select 
t grs01 houses coop-a.SNO and add it to the other side of the grassy terrain 

Continue building out the grassy terrain around the house, field, and coop 
using the available floor node variations. Add rock cliffs around your farm to 
make it into a valley. Choose from any of the “wal” type nodes (such as 
t_xxx_wal-12-thck) and add them to the edges of the region so Doors 1 and 2 
always connect to the ground level. Use the *cnr" type nodes to change Wall 
direction by snapping them to unconnected wall sides. 

Don't forget to save often, and save again before moving on to the Object Tutorial. 


Objects 
Let's decorate the house with some objects that make it look realistic and 
lived in. 
Rotate the view until you are looking straight down into the house. 
Expand “cgm_afterlife_tutorial/objects/house”, and select 
"rug round blue." Click on the center of the house floor to place the rug. To 
move the rug after it is placed, click on the rug to select it (a green selection 
box will appear around the rug) and move it to the center of the house. To 


FIGURE 5 - The Directional Light Properties window. 
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rotate objects, select an object and choose 
"Object/Properties" from the main menu and click 
the "Rotation" tab. Rotate the yaw control to spin the 
object. (see figure 3) 

Continue placing objects in the house using this method. 

Place a candle on a windowsill. Select 
"candle short" from the Custom View panel and place 
it on the floor near a window. To place the candle on 
the sill, look under the Object Menu and uncheck 
"Object/Mode/Auto Snap to Ground." Click the candle 
to select it, click and hold the left mouse button over 
it, then press and hold the shift key. Holding the shift 
key allows you to change the vertical position of an 
object. Raise the candle up to the level of the win- 
dowsill. You can release the shift key while holding 
the mouse button to move the candle horizontally. 
Try to position the candle so that the bottom of its 
green selection box just disappears into the sill. 

Add a crop to your farm in front of the house. 

When working with foliage, you can easily ran- 
domize the size and orientation of the objects as you 
place them by using the *Next Object" function. Select 
"Object/Next Object..." from the Object menu. On the 
Next Object Placement Settings window check the 
“Random Orientation/Yaw (Y)” and “Scale/Random 
Scale” boxes. Set Minimum Multiplier to 0.65 and 
Maximum Multiplier to 1.1, and click “OK”. 

Select “grs_cabbage” from the foliage directory 
and click on the field area to add your crop, varying 
the rows to give them a realistic look. Placing 
foliage, trees and other plants “too neat” almost 
always looks artificial. 

Add a forest around your house. 

Select “grs_bush_rhod_sm.” Add clumps of six to 
eight rhododendrons around the valley, as well as a 
few bushes around the corners of the house, the 
back of the chicken coop and some at the base of the 
canyon wall. Create two clumps behind and on 
either side of the well. 

Select “grs_flr_aster_blue” and add them around 
the outskirts of the rhododendron patches here and 
there and around the well and house. 

Select "grs pine 9m sway" and add them on top 
of the rhododendron clumps. Space the trees so they 
touch a bit, but without too much overlap. Add in 
some "grs aspen red lg sway grassy" in the same 
way for variety. 

Add Starting Positions. 


FIGURE 6 - Put a point above the candle. 
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FIGURE 7 - Fading out the house's roof. 
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Select the Starting Positions Gizmo from the 
Gizmos folder and place eight of them in front of the 
house. This defines the location where your heroes 
will enter the map upon load. (see figure 4) 

Don’t forget to save before continuing on. 


Lighting 

In the Lighting menu, select Ambience to bring up 
the Region Ambient Light Settings window. Then in 
the Ambient Intensity portion, enter a value of 0.2 in 
the box labeled General:. Repeat this for Object: with 
a value of 0.2 and Actor: with a value of 0.25. Click 
the Update button, and then OK. 

In the Lighting menu, select Edit Directional 
Lights and in this window click the New button. A 
number, representing the ID of a new directional 
light, will appear in the small box to the left of the 
button. Select this number, and click the Edit button. 
This will open the Directional Light Properties win- 
dow. (see figure 5) 

Create the Sunlight. Select the Lighting tab. In the 
Direction section on the Lighting window, enter a 
value of 2.0 in the X: box. In the Options section of the 
window, make sure all boxes are checked. Click OK. 

Create the Shadow light. Add a second directional 
light, and click the Edit button. Select the Color tab 
in the Directional Light Properties window, and in 
the Color Values portion of the window, make the 
light blue by entering in the values 0.5 for Red, 0.55 
for Green, and .98 for Blue:. Click Apply and then 
select the Lighting tab to continue configuring the 
light. In the Lighting window for the shadow light, 
enter a value of -2.0 for the X: direction. In the 
Intensity: box, enter a value of 0.7. Do not check any 
additional check boxes under Options. 

In the remaining Edit Directional Lights window, 
click Update АП and OK. There may be a pause as 
Siege Edit updates the region's lighting before the 
window disappears. 

Add a light source near the candle. Select Point 
Light from the custom view, and place a point light 
near the small table in the house. Select the point 
light and, using the same method for moving objects, 
position the light slightly above the candle you've 
placed on the table. Right-click on the light and 
select Properties to bring up the Lighting Properties 
window for the point light. (see figure 6) 

Set the reach of the light by entering a value of 2 


FIGURE 8 — You're going to need that GUID number. 


for the Inner Radius box, and a value of 5 for Outer Radius. Select Choose 
Color and in the Color window, and pick a bright shade of yellow. Click OK in 
the color menu. 

In the Options portion of the Light Properties window, check the Occlude and 
Draw Shadows boxes. Click the Light Property window's OK button. Under the 
Lighting menu, select Update All Node Lighting to see your changes applied. 

Save again. 


Fading 

Fading is the term used to 
describe terrain becoming 
invisible at times when you 
do not want it to obstruct 
the camera. This is done 
with a mixture of node cam- 
era flag settings and special 
trigger gizmos that control 
node behavior. 


Node Camera Flags 
Add the door top to the house. 
The node 

t 81801 houses generic-b-log- 
door-top.SNO connects to Door 
16 of the house node. 

Set Camera Flags to define 
how the game camera will 
behave when it encounters 
the nodes in your region. From the Node Menu, choose Select All Nodes. 
Choose Properties from the Node Menu to bring up the Node Properties dia- 
logue box. Adjust the settings on the right so only Occludes Light and Bounds 
Camera are checked. Click OK. 

Select just the house node. Open Node Properties again and adjust the set- 
tings so only Occludes Light and Occludes Camera are checked. Click OK. 

Select just the Door Top node. Open Node Properties again and adjust the set- 
tings so only Occludes Light and Camera Fade are checked. Click OK. 


Fading Nodes With Triggers 
Add the roof node to the house by snapping either t grs01 houses generic-b- 
roof-shingle.SNO or -thatch.SNO to door 15 of the house node. 

Make the roof fade away when somebody goes inside the building, and fade 
back in when somebody leaves the building. 

First, change the roof node's fade flags. Select the roof node and open its 
Node Properties dialogue. Set the Section, Level, and Object fields all to 5, 
then click OK. (see figure 7) 

Add two fade triggers. 

Under the Settings menu, select Region Settings. Copy the value from the 
"Region GUID" field. Then select trigger generic from the "gizmos" folder. 


FIGURE 9 – The mood trigger must encompass alt 
the start points. 
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FIGURE 10 – Маке the Krug blow out the door апа 
come running! 
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Click on the floor іп the doorway of the house to make a new trigger there. 
(see figure 8) 

Select the gizmo by clicking on it, then look at its properties by using the 
Object drop-down menu and selecting Properties. G to the Trigger Properties 
tab, and press the New button at the bottom-left. In the Triggers field (upper- 
left), this has created a new trigger attached to our trigger_generic object. 

Click the box marked with a plus symbol to the left of *trigger generic", 
which will bring down the text “trigger_0”. Click on “trigger_0” to select it. 

Click the Add Condition button on the right side of the Object Properties 
window. Select *party member within bounding box" from the drop-down 
dialogue that pops up, then press OK. Change the values in the Value column 
for Half diag X, Y, and Z to 1, 1, and 0.5, respectively. This creates a bound- 
ing box that is long and thin. Click the Add Action button from the right side 
of the Object Properties window, and select "fade nodes" in the drop-down 
dialogue, then press OK. 

Paste the Region GUID value into the value field for the region ID. Set the 
Section, Level, and Object all to 5. Then double-click on the field in the 
“Value” column to the right of “Fade Type". This will bring up a drop-down 
list of all valid choices; select “out:black.” Click the Rotation tab, and enter in 
20 as the Y value. Basically, you want to rotate the trigger so that the bound- 
ing box covers the entire floor beneath the doorway. Click OK on the bottom 
of the Object Properties window. 

With the trigger selected, click on Copy (ctrl-c) in the Edit menu. Point the 
mouse cursor at the front steps of the farmhouse, and press ctrl-v to paste. 
This creates a copy of the first trigger. 

Select the second trigger, and bring up its Trigger Properties. Change the 
value for Fade Type to “іп”. Rotate and position the trigger so that its bounding 
box completely covers the stairs leading to the house. 


Mood 
Create a new generic trigger in the middle of the start points. 

Add a new condition and choose Party Member Within Sphere. Change the 
radius of the sphere to 5. 

You should see a sphere debug HUD with the new trigger in the middle. 
Visually verify that this encompasses all of the start points. (see figure 9) 

Add a new Action to the trigger, and choose "mood change." Enter the fol- 
lowing value for the mood name: map world fh r1 4 


Monster Placement 
Monster placement is one of the easiest aspects of the Siege Editor, but also 
one of the most influential. Where the monsters are placed dictates how the 
game will eventually play out. Here are a few simple guidelines: 
Never place monsters right next to Starting Positions. 
The monster classes are similar to the player classes: Melee, Ranged, апа Magic. 
Monsters come in three types: Weak, Medium, and Strong. 
Monsters appear in three variations: Normal, Revealing, and Generators. 
For this tutorial you will be placing Melee monsters, one group of Normal 
and Weak, the other a Generator and Strong. First up is the Generator. From 
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FIGURE 1- Time for a little Krug ambush. 


the custom view open the “monsters” folder and 
select “gen_explode_door-krug_grunt”. Find the 
house node, and place the “exploding door” object 
near the doorway. 

You’ve just placed an exploding door that will 
spawn in a Krug Grunt, a very tough monster, so 
watch out when approaching the house. Note that 
you'll see a red circle around the door generator; this 
is its detection range. In game, when a player enters 
that circle, the door will explode and a Krug Grunt 
will appear. (see figure 10) 

Now find the well node and the two forest groves 
behind it on each side. This is a good place to have 
a Krug Scavenger ambush. 

Select “krug_scavenger” from the custom view. 
Find some open ground and place 3 Krug Scavengers. 
Select one Scavenger, and move it to the middle of 
the area between the groves. (see figure 11) 

Select another Scavenger, and drag it inside one of 
the forest groves. Watch the outermost circle as you do 
this, it is the monster’s player detection range, just as 
with the door generator. You’ll want to make sure 
each of the Scavengers detection circles overlap, so 
they will converge on the player at the same time. 

Repeat step the previous step with the third 
Scavenger, moving it to the other forest grove. 


You're done! 

Congratulations, you've built your first Dungeon 
Siege region. You can now close the editor, launch 
Dungeon Siege, choose your map from the list, and 
play in your very own level. If this has whetted your 
appetite for more, visit the Dungeon Siege website 
and read more in-depth documentation, tutorials, 
and examples at www.dungeonsiege.com/su.shtml. € 
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Games aren't supposed to last. The gaming industry 
exists thanks to a shared philosophy that considers 
anything more than six weeks out of the New 
Releases section to be as ancient as the Dead Sea 
Scrolls. Developers are supposed to give us the next 
big thing every couple of weeks and consumers are 
supposed to concentrate on what they're looking to 
buy, not what they already own. If either party fails 
to hold up their end of the bargain, the sky will fall. 
Or so we're led to believe. 

But not everyone is Chicken Little. Although most 
gamers are happy to consume one new game after 
the other and dump the boxes in the trash like fast- 
food burger wrappers, there are a growing number 


The Dearly Not-So Departed 


Fans refuse to close the coffin lid on some of gaming’s greats 
by Brett Todd 


PRS: 3 


remaking has become a cottage industry. Hundreds of part-time programmers 
and artists are dedicating their spare hours to honoring past classics, out of a 
sense of appreciation and a desire to hone their game creation skills. 


Ultima again 

Richard Garriott's Ultima series is the focus of most of the high-profile remake 
activity now taking place. So much labor is being expended on bringing the 
Origin Systems-published franchise into the 21st century that a Fans for 
Ultima website has been established so fans can keep track of events. Nearly 
every game in the venerable line is the subject of a fan renovation project 
right now. Even Akalabeth, the proto-Ultima Garriott created for the Apple II 
in 1979 (and known to some as Ultima 0), is the subject of a remake. 
University of New Brunswick student Miner Jr. has just issued a beta version 
of his Akalabeth 2K1 that uses DirectX 7.0 and features 3D dungeons and 
monster models. While the program is a bit on the rough side, we've still 
come a long way from the original, which was designed in Basic and sold in 
Zip-loc bags. 

Greater effort is going into the later, more popular, Ultima games. Ultima I 
is currently being rebuilt from the ground up by Peroxide, a Danish group of 
programmers that has been developing freeware since 1997. Kasper 
“Telemachos” Fauerby is cur- 
rently leading a team of ten 
coders, artists, and animators 
dedicated to bringing this 1980 
release into the new century. 
This “new vision" of the original 
is being constructed with 
Peroxide’s own 3D engine. 
Screenshots posted on the offi- 
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people putting 
up resistance. 
Instead of worshipping the new and tran- 
sient, they’re trying to draw attention to old games 
through remakes using the latest in modern technolo- 
gy. They figure that if games publishers won't autho- 
rize official remakes or sequels, they might as well do 
it themselves. Their numbers have grown over the 
past two years to the point where computer game 
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p P e А a b bs. 
A trio of images from Peroxide's Ultima I remake, showing the game's evolution 
from concept sketch to playable scene. 


cial Ultima I: A Legend is Reborn website showcase attractive visuals that 
wouldn't be out of place in games available on store shelves today. Aside from 
the cosmetic improvements—and a revamped plot delving deeply into the 
machinations of the evil Mondain and the rise of Lord British—the game 
should be very similar to its inspiration. 

Others are re-imagining the rest of the Ultima series. Michael Maggio's 
Exodus Project began by updating Exodus: Ultima III to 16-color EGA graphics 


oints 
hou hast killed a Thief 
hou shalt receive 2 pieces of eight 
ommand е 
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(from the original 
four-color CGA) and 
adding MIDI music, 


doing the same for 
Ultima II: Revenge of 
the Enchantress and 


inal Apple II MIDI 
score in the PC ver- 
sion of Ultima V: 
Warriors of Destiny. 
Future work may 
include moving the 
graphics on these games up another notch, to 256-color VGA. David "Auric" 
Hemly has added VGA support and MIDI sound to Ultima IV: Quest of the 
Avatar. Look for the necessary files at the Exodus Project website. 


t Dx 


Two teams are using the just-released Dungeon Siege engine. A new version 


of Ultima V is being crafted by Lazarus, while Laymeduck is tackling Ultima 


VI: The False Prophet. Exult is using the original data files for Ultima VII: The 


Black Gate and its Serpent Isle expansion pack to craft new versions of the 


games that use antialiasing support to smooth out the graphics. A beta version 


is available now from the Exult website. Twister Software is using its own 


Abyss 3D engine to rework Ultima Underworld: The Stygian Abyss and Ultima 


Underworld II: Labyrinth of Worlds, offshoots from the main series designed 
by Looking Glass and incorporating a first-person 3D engine. Finally, even 


before its release, a group of folks are producing yet another version of Ultima 
Underworld using the Morrowind editor, with the full support and even assis- 


tance of Bethesda Softworks. 


Graham Cracked 


The remake community isn’t so vibrant when you move away from all things 
Ultima. A number of projects are currently underway, however, most notably 
Tierra Entertainment’s attempts to revive well-seasoned Sierra On-Line adven- 


tures from the 1980s and early 1990s. Established a few years ago by three 


friends from different continents (North America, Europe, and Australia, to be 


precise), Tierra’s initial game was a spoof of the King’s Quest series entitled 
Royal Quest I: Retrieving Lost Shit. Positive reception from loyal Sierra fans 
with a sense for self-deprecation led the trio to move on to a full-blown 
remake of the original King’s Quest I: Quest for the Crown. 

“We started remaking King’s Quest I as a method of experimenting with 
game creation and the possibilities and limitations of what we could achieve. 
[It] seemed like a fairly simple game to us; the plot, puzzle points, and loca- 


tions were already defined, and all we had to do was recreate them, hopefully 


and has progressed to 


incorporating the orig- 


< AFTERLIFE 


learning from the experience in the process,” says 
Anonymous Game Developer #1 (the founders of 
Tierra have decided to keep their identities secret). 
“At least that was the theory. Even though it’s a rela- 
tively simple adventure game, it still ended up taking 
about nine months to complete and even that was 
with working on it every day.” 

All that hard work paid off. Tierra’s take on King’s 
Quest I serves as a fitting tribute to the original, with 
attractive visuals powered by the Adventure Game 
Studio freeware development engine and vocal sup- 
port from Josh Mandel, who voiced King Graham in 
Sierra’s King’s Quest V and VI. The company has 
moved on to King’s Quest ІІ: Romancing the Throne 
(here being resubtitled Romancing the Stones to 
acknowledge an expanded plot) and Quest for Glory II: 
Trial by Fire (also being given a new subtitle, in this 
case, A Hero’s Work is Never Done). And its success 
has inspired the remake of other adventure classics, 
most notably 
Vonster’s continua- 
tion of Space Quest II: 
Vohaul's Revenge in 
his Space Quest: The 
Lost Chapter, and two 
separate projects that 
aim to remake 
LucasArts' classic Zak 
McCracken and the 
Alien Mindbenders 
and port the 1988 
original to Windows. 


Marathon 
resurrected 
Remake teams aren't 
just working on role- 
playing games and 
adventures. The most 
dedicated people out- 
side of the Ultima 
community are work- 
ing on new and improved versions of Bungie's 
Marathon. This first-person shooter series made its 
debut on the Mac in 1994 and was soon ported to 
the PC thanks to critical raves about ahead-of-its-time 
multiplayer modes and an intricate sci-fi story in the 
solo campaign. An online following has kept the 
game going ever since. Aleph One is leading the 
way, with team members continually improving the 
original source code. 

“I think that where Aleph is taking Marathon is 
definitely worthwhile," says Jesse Corbeil, one of 
the programmers behind Aleph One. “Some of the 
work being done really enhances the look and feel 
of the game—the new, higher-resolution environ- 
mental patterns, for one. There's also a lot more 
freedom to Aleph: the potential for changing things 
is there for those who want to do so, and some 
members of the Aleph team are putting out some 
really cool tools for doing just that." 

A different take on the subject matter is provided 
by Team Unpfhorgiven's Marathon Resurrection. 
Project coordinator Damien Sorresso and his 18 team 
members have abandoned the source code and are 
attempting to give Marathon a "makeover" with the 


[clockwise from top] Miner Jr.'s rough but 
ready update of Akalabeth. >>> It's 
back to Daventry for Graham in Tierra's 
King's Quest І remake. >>> Heavy com- 
bat in Marathon Resurrection. 
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Lazarus’ Ultima V remake in action (in theory). >>> 
System Shock 2K's upgraded medical facilities. 


Unreal Tournament engine. A multiplayer beta ver- 
sion is available for download at the official website. 
Solo play is “intended,” but uncertain. Numerous 
other designers have developed Marathon-styled mods 
for both Unreal Tournament and Quake III: Arena. 


Simply Shocking 

Marathon isn’t alone as a landmark game from 1994 
receiving the remake treatment. Looking Glass’ 
System Shock, a similar first-person game with a capti- 
vating story, memorable villain in the super-computer 
SHODAN, and innovative game design that served as 
a predecessor for the likes of Half-Life, is currently 
being worked on by a number of teams. Chase 
“Scharmers” Dahl has just started work on what he’s 
calling SS2K, a complete revision of the original based 
on Pie in the Sky’s GDCW 3D engine. He calls the 
project something that he’s wanted to do with semi- 
modern technology since revisiting System Shock in 
1998 and discovering just how good of a game it was. 

“There’s a real joy, especially for those of us who 
appreciate game design, to slowly make our way 
through a masterpiece with an eye on recreating it,” 
explains Dahl. “You realize just how much thought 
went into a design. System Shock is full of these 
"Wow, I never thought of that!’ moments. As a hob- 
byist game designer, not only is tearing apart System 
Shock a lot of fun, but a learning experience as well. 
I just wish I had more time—this is a background 
project for me, and I can only get to it for limited 
amounts of time.” 

Perhaps the biggest shock isn’t reserved for Dahl’s 
reimagined version of SHODAN. Despite the copy- 
right violations that go hand-in-hand with reproduc- 
ing games designed by somebody else, not a single 
rights-holder has moved to shut down these remake 
projects (at least yet). Electronic Arts, current owner 
of Origin Systems and the Ultima series intellectual 
property that goes with it, has made some vaguely 
threatening noises through its public relations depart- 
ment but has yet to call in the lawyers. That could be 
in part due to fears of negative publicity affecting the 
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company’s massively multiplayer Ultima Online service, and in part due to the 
open arms treatment granted by Richard Garriott. Although Garriott no longer 
has any legal right to the Ultima worlds and characters, save Lord British, pub- 
lic kind words about these remakes—particularly his encouragement of 
Peroxide’s Ultima I: A Legend is Reborn—carries a lot of weight in the role- 
playing community. EA has similarly ignored Dahl’s work on System Shock, a 
franchise to which it also owns the rights through its purchase of Origin, the 
game's original publisher. Dahl is worried, however, that “one day EA will 
wake up and jealously guard this cult property—I have a nasty feeling that the 
first System Shock remake to be released will be the last, unfortunately.” 

Bungie openly supports both Aleph One and Marathon Resurrection, going 
so far as to host their websites and help test some of the beta builds. 
According to members of both teams, Bungie’s current parent, Microsoft, has 
no interest in older properties like Marathon. Sierra Entertainment has all but 
ignored Tierra Entertainment, which is somewhat amazing considering the lat- 
ter’s potentially misleading choice of name. Anonymous Game Developer #1 is 
grateful for Sierra’s benevolence, though he also notes that game remaking 
benefits both sides. 

"I think Sierra is generally a fairly lenient company when it comes to such 
things. They seem to realize that Tierra’s remakes are beneficial to them in many 
ways as well. For example, the month after [our] King’s Quest І VGA [remake] 
was released, sales of [Sierra’s] King’s Quest VIII: Mask of Eternity suddenly sky- 
rocketed. That’s not something to be sneered at for a four-year-old game!” 

“We also make sure to give full credit to the original designers of the 
games, and state clearly 
that these games are the 
property of Sierra. This 
is also the reason why 
we are remaining anony- 
mous. We truly want the 
focus to remain on these 
old games and not who’s 
remaking them.” 

Given the sales evi- 
dence and considerate 
words like that, publish- 
ers probably shouldn’t 
worry too much about 
their copyrights. And no matter what happens, there is little chance that 
gamers will abandon the cash register treadmill for the homebrewed. User- 
designed games, no matter how good, will never be able to compete with the 
officially sanctioned material programmed by the pros and funded with big 
bucks. Also, a big part of this hobby is moving forward. People crave faster 
computers, prettier graphics, and more advanced game design. That’s going to 
endure, probably even longer than nostalgia for Akalabeth. @ 


ADVENTURE GAME STUDIO ags.adventuredeveloper.com 

AKALABETH 2K1 www.geocities.com/AkalabethRemake 

ALEPH ONE (MARATHON) source.bungie.org 

THE EXODUS PROJECT (ULTIMA Il AND III) exodus.voyd.net 

EXULT (ULTIMA VII) sourceforge.net/projects/exult 

FANS FOR ULTIMA www.fansforultima.com 

KING'S QUEST | УФА REMAKE www.qknowledge.net/royalquest/KQ1 index.htm 
LAZARUS (ULTIMA V) www.ublazarus.com 

MARATHON RESURRECTION resurrection.bungie.org/ index.html 

PEROXIDE www.peroxide.dk 

SPACE QUEST: THE LOST CHAPTER frostbytei.com/space 

SYSTEM SHOCK 2K storm.prohosting.com/ ~scharmer/sshock.htm 

TWISTER SOFTWARE www.twistsoft.co.uk 

ULTIMA I: A LEGEND IS REBORN www.peroxide.dk/ultima 

THE ZAK256 PROJECT (ZAK MCCRACKEN AND THE ALIEN MINDBENDERS) 
www.zak256.com./english/index.html 

ZAK MCCRACKEN 2 FAN PROJECT www.zak256.com /english/index.html 
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A masterpiece! 
April’s Upfront [“A Masterpiece in the Making!” CGM 137] 
is the best article I’ve read in any computer game magazine 
in a long time. For some time I’ve been saying computer 
game magazines are not much more than free advertise- 
ments for game developers, publishers, et. al. І hope your 
magazine will follow the direction that you stated. 

James 


Ads=hype 
Good article on pre-publication game hype. I definitely am 
pleased to see minimum “previews” and those you do writ- 
ten as “Well, it looks like what they are going to try to do, 
ог are working on, is ....”. Hope you can hold the maga- 
zine’s integrity against the tide. 

By the way, the ads provide enough hype preview glorifi- 
cation “wow” by themselves, don't they? 

Doc 


Ironic 
From April's Upfront: 
*...like Rophynol at a fraternity party...” 
*...an even greater attempt ... to make a conscious effort 
to avoid being a part of the hype machine." 
Uh huh. 
Ron Gazavay 


Ah, sweet ігопу...-ей 


Guns are cool 

In Tom Chick's April Three Finger Salute [“Pow Pow Pow 
Pow Ching"], he says that he has shot thousands of rounds 
with and M16 via Counter-strike. I myself have fired thou- 
sands of rounds with and M16 via almost five years of 
active US Army service. 

There are two variations of the M16. The MIGAI was 
introduced just before the Vietnam War to replace the M14 
(the predecessor to the M1). This rifle was semi-automatic 
and fully automatic and fired a 5.56 MM round (or .223 cal- 
iber). However, because of the waste of ammunition by 
exploiting the fully automatic feature, the M16A2 was intro- 
duced and it was semi-automatic and featured a three round 
automatic burst. 

The М16, if not maintained properly, is prone to many 
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Hello? Is this thing on? Where are all the letters, guys? There's not even enough 
letters to do three pages of Rebound. Anyway, based on feedback (or a lack 
thereof), you don't mind that Knights of the Old Republic is landing first on the 
mighty Xbox, but Spike Spiegel has a serious problem with what he calls our 
"gay ass" covers, like the one in April which you can see repeated in all of its 
glory to your left. While we have a strict "don't ask/don't tell" policy when it 
comes to the sexuality of our covers, we will do our best in the future to elimi- 
nate as much "ass" as possible. At least Mr. Spiegel likes the articles. 


jams, the most infamous being a double feed, when two 
rounds end up jammed in the chamber. This becomes a pain 
in the ass when you're trying to qualify. Shooting 36 out of 
40 on a standard Army range with targets from 50 meters to 
300 meters that pop up from three to eight seconds at a time 
and sometimes two at a time makes you an expert (I shot 38 
on my last range). 

So not trying to burst your bubble, but if you low 
crawled in sand, you should first have the dust cover closed, 
because if a few grains of sand end up in the chamber 
you're not going to fire jack. 

SPC David Ресһоп, Jr. 
Ft Bragg. NC 


Well supported 

In Brett Todd's April column [“Getting It"], he mentioned 
how game publishers might be starting to support titles more 
intensively than in the past. I think (especially as a purchas- 
er of Ultima IX) this is a welcome and refreshing change. 

I'd like to draw your attention to eSim games, who made 
Steel Beasts. If you recall, this tank sim didn't get very wide 
publishing, but ended up being a pretty fantastic product 
[We named it “Simulation of the Year" іп 2000 -ed]. 
Strategy First is planning on republishing the game in a 
"value" format very soon. 

What I'd specifically like to mention is the incredible 
level of support that eSim has for the game. Ssnake, the 
technical director (I forget his real name) is constantly on 
the forums at steelbeasts.com answering technical questions, 
helping people with tactics and gameplay questions, and 
generally responding quickly to almost any post. 

In addition, there are a lot of user created scenarios, and 
the maturity of the online crowd is quite amazing. One 
problem is that the multiplayer community is fairly small, 
but hopefully this will change when the game becomes 
more available and sells for a lesser price. 

Frankly, I've found the amount of dedication and sup- 
port for Steel Beasts to be the best of any game I have 
ever played, online or off. It would be a great day for 
gamers everywhere if every company was this involved in 
it's product(s). 

Please give the website a look, or stop in on the IRC 
channel (efnet #steelbeasts, there is a link on 
steelbeasts.com ). I'd love to see the guys at eSim get some 


praise from someone other than existing players for doing 
such a great job. 
Derek Conrad 


Support those that give the most support. Next month шелі 
look at the “above and beyond the call of duty” support 
Sierra has given the SWAT community. -ей 


Star Warring 

From April's “Mods & Ends": “Star Wars geeks that know 
their stuff will recognize the Kuat Drive Yards as home to 
the Imperial Star Destroyer and the TIE Fighter.” 

I found this phrase a little upsetting for one reason. 
Although the Imperial Star Destroyer is made by Kuat Drive 
Yards (which is a company, not a specific place) the TIE 
Fighter is produced by Sienar Fleet Systems. Duh. 

Jay T. 
Star Wars Geek 


Brett Todd replies: In my defense, I never said I was a Star Wars 
geek. Ed replies: As punishment, шете forcing him to watch the 
“Star Wars Holiday Special" with dancing wookies. -ed 


Brett Todd, Human 
[This letter is referring to the review of Lineage the 
Bloodpledge in the April issue. -ed] 

First I want to say to Brett Todd, who do you think you 
are? Just because you have a job writing reviews for a some- 
what popular magazine doesn't mean you can go passing 
holy judgment on games. [Though Brett Todd isn't an 
anointed holy man, at least by most normal standards, we 
did pay him to pass judgment on that game... that's what a 
review is. -ed] 

I am a Lineage player, and I have played several of the 
more "popular" online role-playing games, and this is by far 
the best. Just because a game doesn't utilize the latest 
graphic technology, it isn't instant garbage. It's a great 
game. It may seem a little simplistic compared to Ultima 
Online, but that doesn't make it any less a game. Doesn't 
the fact that it's the biggest online game in the world tell 
you something right there? And about the character develop- 
ment, have you ever heard of Dragon Warrior or Final 
Fantasy? They use almost the same leveling system and are 
generally revered as the best role-playing games of all time. 

On a side note, maybe you shouldn't insult the people who 
just paid a lot of money for a two-page ad in your magazine. 

Andrew Van Horn 


Most of the time we get accused of giving good reviews to 
advertisers, now we're told we're supposed to have been 
doing that all along? We're very confused. -ed 


Choice complaints 

Lack of nudity in games. There's plenty of violence and tons of 
humor but where's the topless action? Last game I played with 
that was Daggerfall and Duke Nuken 3D. I want more, dagnabit. 

Not enough previews. You have to keep updating us on 
games with elf porn in them. 

People who complain about game content. If your kid is 
dumb enough to copy something he/she saw in a game its 
called Natural Selection. 

Last but not least, did I mention the lack of nudity? 

Seancho! 


We had a naked panda, does that count? And I'm not wear- 
ing pants. In fact, we're a pants-free workplace. -ed 


Longing for the old days 

I kind of miss the rebound of old with the incoherent rant of 

the month, but you’re still my first and only magazine, at 

least in my heart. How'd you get to be so damn good? 
Unlike most people, I've only used your magazine for toi- 

let paper once, but it was either that or my shirt. But it felt 

surprisingly good, unlike those bastards at PC gamer. 
Thanks for your time. Can you publish this so I can be cool? 

Nate the Great 


It's our goal to make everyone cool. -ed 


Sucky incoherence 

I've read every reader letter in every magazine, and frankly, 
they suck now. What happened to all the old famous ones. 
The classics: 

“Send me pictures of Tom Chick naked, 
pleeeeeeeeaaase!!!" And all the old favorites. 

Yes while some of these "Where's my Wookie” are kinda 
comical, I would prefer some *Ewok Love" so since you are 
out of wookie's, if you could please send me a little furry 
Ewok, I would be grateful. Yeah, send it with the Tom 
Chick pictures, pleeeeeeeaaase!! 

And what's with the censoring of the panda?? Come on, if 
you don't give it to us, we are gonna go someplace else for 
panda porn. You'll lose subscribers. 

Man, I hope this letter isn't too long to get in the maga- 
zine. By the way, I'm a young, supple five-year-old boy. 

Georg LaBonte 
Avid Fan of Panda Porn 


Here here. Let's strive for quality, and blaze new paths in 
incoherence. -ed 


Be proud of our nation's youth 
I WANT A WOOKIE!!! HOOK ME UP F00 
Give me a wookie. Pleeceecceeceeeeceeeeceeeeease: If 
you don't I won't subscribe again. 

WOOKIES OWN!!! GIVE ME ONE NOW!!! 

I have nothing better to do than randomly write letters to 
you. SuX0rz to be |00. 


Mikey Slut 
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from helping kids 
to killing pigs 


JS Bach vs. the gentle legacy of Running with Scissors 


The annual Game Developer’s Conference allows you to observe such a 
wide range of behaviors and philosophies that you begin to feel proud of 
how diversified we are as a gaming culture. Here are two examples—one 
at each end of the spectrum. 

Industry legend Brian Moriarty, in a darkened, completely packed lec- 
ture hall, mixed music by Bach with the simple visual effect of a solar 
eclipse to accompany his compelling, poignant, Jean Shepherd-esqe pre- 
sentation about the art of creativity. During the lecture you could hear a 
pin drop, and a tear drop, and after it, the entire audience was beyond 
moved, and the applause was deafening. 

Cut to a partially closed doorway in the nearby Fairmont Hotel. 
Peering in, I saw a toppled sign with the reassuring Running With 
Scissors logo indicating that on the other side there definitely lurked a 
demo of Postal 2. Knock knock. Who's there? Vince Desi (formerly 
Desiderio) answered the door, invited us in, and proceeded to explain 
that no one had gotten to sleep before 4AM, and to please forgive the dis- 
array. With his gravel-coated voice borrowed from The Godfather, and his 
easy, affable charm, and no-nonsense, no-holds-barred attitude, he 
reminds me of all the guys from my old New York neighborhood. They 
all talk like that, they're all adorable in that nifty, Italian sort of way, and 
they're all named Sal, Vinny, or Ant'ny. We sat down on the sofa across 
from an enormous king-size bed. 

“Hem hem hem,” resounded from the adjoining bathroom. “Hawwk, 
hawwwwk, pfff-tooey!” A phlegm-clearing, spitting sound. Surely the 
aftermath of a successful toothbrush session. From the bathroom emerged 
a very tired-looking, somewhat Goth, borderline sinister-looking character 
who was eventually identified as Marketing Moil Mike Schachter. He 
flopped onto the bed. 

Undaunted, Desi recounted the company’s history from its early days 
with Panasonic Interactive Media during which it was heavily involved in 
producing children’s software including Sesame Street products, to its cur- 
rent Running With Scissors notoriety. Desi and company took a lot of flak 
for their decision to move from Big Bird to bloodbath in the 1998 shooter 
Postal and its cleverly named sequel, Postal 2. “From Helping Kids to 
Killing Pigs’ as one headline put it,” said Desi wryly. “When the Sesame 
Street producers got wind of this, they said, ‘What are you doing?” 

In stumbled President/Lead Designer Mike Riedel and Senior 
Programmer Nathan Fouts. Fouts was madly trying to find, beg, or bor- 
row a screwdriver to swap in a GeForce card for the demo PC’s Radeon 
8500. (Eureka. There was a demo PC!) And Riedel settled back onto the 
windowsill with a groan and a breakfast sandwich. I dubiously eyed the 
half-empty two liter bottles of vodka and tequila on the dresser. All of a 
sudden things began to make more sense. 

Knock knock. Who’s there? A couple of maintenance people arrived at 
the door, but they would not part with their screwdriver for even a 
moment, so the Radeon it was. They made sure to indicate that this was 
essentially a Postal 2 tech demo, not really a game demo, which was a 
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relief given the temporary voices, peculiar 
sound glitches, and weird-looking textures. 

Several things do look promising at this 
point—first, there are the game’s level-design 
and controls, thanks to the Unreal engine. 
Postal 2 takes place in Paradise AZ, a real city 
modeled after the border town of Bisbee, 
home of The Bisbee Deportation of 1917, and 
includes City, Suburb, Industrial, and Country 
map areas. Multi-racial characters, including 
Hispanic, black, white, and Asian, come in 
varying shapes, sizes, occupations, and sexu- 
al orientations. “Yes, said a proud Desi, “it is 
possible to have a fat, black, gay cop.” 

The game takes you through one work- 
week, pitting you against four challenging 
tasks per day such as buying milk and return- 
ing library books (no kidding). Task comple- 
tion results in the opening of new areas. They 
do say that you can be a total pacifist and still 
finish the game—provided you’re satisfied with 
activities like standing in line to buy groceries. 

The most impressive tech aspect so far is 
the game’s realistic liquid physics thanks to 
the special effect wizardry of Fouts. You can 
spill, trail, and light gasoline to turn charac- 
ters into human torches. “It’s great,” said the 
still prostrate Schachter. “I mean, you could 
just spend hours running around and catch- 
ing people on fire!” Also, you can urinate on 
people with a steady golden stream. Too bad 
they didn’t have the urination motion-capture 
footage on hand. 

Pee or no pee, though, it’s really all about 
carnage. Watching gunshot fly, I heard, 
“Please...don’t...Don’t kill me, I can't feel my 
legs, Pleeeeease!" from a wounded Hispanic 
woman, as her body was riddled with bul- 
lets." In a show of good taste, though, the 
only severable body parts are heads. *Heads 
are very satisfying," said Riedel. 

“We don't discriminate," said Desi. "We're 
offensive to everybody...The world needs Postal 
2." It's a good thing that we also need Bach. ө 
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Matrix Games has teamed up with Andrew Ewanchyna of 
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more deals 


Napoleon's Russian 
Campaign 

HPS Simulations is proud to 
announce the upcoming release of Napoleon's Russian 
Campaign, a John Tiller Game. In 1812, Napoleon took 
the greatest risk of his military career. His conquest of 
continental Europe had resulted in every major power 
having been defeated by his military might. But one con- 
quest remained, that of Russia and her armies. 


$39.95 


whats new 

Medal of Honor 44.95 
C&C Renegade 44.95 
Destroyer Command 39.95 
Black & White Creature Isle 29.95 
Tropico Expansion Раск: Paradise Isle $29.95 
Star Trek Bridge Commander 44.95 
Heroes of Might & Magic IV 44.95 
Might 8 Magic ІХ (9) 39.95 
coming soon 

WarCraft III 44.95 
Sims Vacation 29.95 


Europe In 
Flames 
TalonSoft's entire 
award-winning 
Campaign Series of 
wargames in just 
one box - Europe 
In Flames allows 
you to play the 
Axis or the Allies 
on either the East 
or West Front dur- 
ing World War Il 
Combining the East Front and 
West Front series of games, along 
with all the expansion packs, 


ApeZone to take you to the next level in space conquest games. 
Starships Unlimited presents space empires not as giant aggre- 
gates of faceless planets and colonies, but as fragile systems that depend on tools to 
survive. In the case of Starships Unlimited, these tools are your 
Starships Unlimited combines the flow of real-time strategy gam 
control of turn-based games. Besides allowing the game to be sped up or paused at 

anytime, the game will automatically pause when important events occur. When a bat- 
tle occurs, you decide how much control you want over your uni 
combat maneuvering and the firing of weapons or let your starship captains handle it. 


precious starships. 
es with the detailed 


5. Manually control 


$19.95 


Europe in Flames delivers over 280 scenarios - making 


it an excellent value for the novice and veteran 
wargamer alike. 


Heroes of Might & Magic IV 44.95 
Warlords Battlecry 2 39.95 
Darkness: The Supernatural Collection $29.95 
Warlords IV 39.95 
Sudden Strike Gold 39.95 
О.В. 39.95 
hot titles 

Destroyer Command 39.95 
NASCAR Racing 2002 46.95 
Medal of Honor 44.95 
WarCraft IIl 44.95 
Star Wars Jedi Outcast Jedi Knight 2 46.95 
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Sub Command 7 
In Sub Command, A E N 
take charge of the Quy N 
most deadly modern- ac та di 
day submarines in the p i 

< 
world as you com- 
mand three distinct 
submarines across 
two unique and chal- 
lenging campaigns. 
Utilize cutting-edge 
technology to navi- 
gate the world's 
oceans to locate, track and destroy 
enemy convoys. Or, park your sub off 
hostile shores to deliver Tomahawk 
missiles to inland targets. Whether diving, scouring or sur- 
facing, you control the smartest, stealthiest, and most 
feared subs in the water today. 


$18.95 


Space Empires ІУ Gold $44.95 
Wizardry 8 $44.95 
Jane's Attack Squadron 44.95 
bargain bin 

Age of Wonders 59.95 
Total Annihilation $9.95 
Alpha Centauri 12.95 
Diplomacy $14.95 
Starcraft Battle Collection 14.95 
SimCity 3000 Unlimited $18.95 
Risk II 19.95 
Strategy Game Room 19.95 
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PHIL STEINMEYER 


conference notes 


The art of scamming free meals at GDC 


The dawn of springtime heralds certain annual rites: flowers in bloom, 
young people in love, and misguided optimism among Cubs fans. For 
game development nerds like myself, early spring also brings the Game 
Developer's Conference, which, for the 5,000 über-geeks who attended 
this year—including myself [and us, see page 18]—holds far greater 
attractions than those of mother nature, the fairer sex, or spring training. 
Who wants to watch a baseball game when instead you could be at GDC 
learning topics such as “PlayStation 2 Geometry Transform and Clipping 
Using Vector Unit Microprogramming “ and “Exploiting Hyper-Threading 
Technology with Multi-Threaded Programming.” 


$4 Personally, one of my primary goals at 
GDC is to eat and drink copious amounts of 
expensive food and drink, and avoid paying 
for it. At age 32, I'm a little too old for “dine 
and ditch," so the next best alternative is to 
have someone else pick up the tab. ЁЁ 


For those of us who don't know our hyper-threads from our vector 
units (and don't care to), there's still value to be had at the show by par- 
ticipating in its social rituals. Personally, one of my primary goals at GDC 
is to eat and drink copious amounts of expensive food and drink, and 
avoid paying for it. At age 32, I'm a little too old for *dine and ditch," so 
the next best alternative is to have someone else pick up the tab. My best 
score this trip came on the last day of the show. By strategically hanging 
around the lectern after a discussion by Brian Reynolds of Big Huge 
Games, I struck up a conversation with executives of Brian's Big Huge 
publisher Microsoft. Sensing an opportunity, I mulled around for a while 
until a lunch outing was proposed. With the Microsoft executive along, I 
knew that the tab would be going back to Redmond. Somewhere in 
America, in late March, some 15-year-old kid was buying Halo, and his 
money was paying for my lunch. Life is good. 

The soft job market for techies in the last year seems to have tamed 
some of the industry's stylistic excesses. The proportion of attendees with 
bright pink, yellow, or blue hair was well under 1096, which is an all 
time low. Body piercings, obscene t-shirts and cross-dressing were also 
down, and I saw more men wearing ties than in any year since the 
Hollywood crowd fled the scene back in the late-90s. Still, no one would 
confuse GDC with a men's fashion show. Better than a third of the atten- 
dees still seem to hold out The Simpson's Comic Store Guy as their role 
model of personal grooming. 

One trend remains constant through the years: the lengths that atten- 
dees will go to receive a crappy free t-shirt. Conference goers willingly 


98 


сом | JUNE 2002 


stand in line for an hour or more to get a low 
quality t-shirt with some obscure hardware 
manufacturer's name on it. I'm occasionally 
guilty of this myself, and I have about a 
dozen of these t-shirts that I never wear sit- 
ting in a drawer. Any shirt older than two 
years is an advertisement for some company 
that is now defunct. Drop me a line if you. 
want my t-shirt for a bankrupt VR-goggle 
company (“i-ware for the i-way") or for 
Sierra's short-lived Yosemite Studios label 
(*That's entertainment!!!"). Here's a fail- 
proof path to riches for all stock mavens out 
there: Attend GDC. Determine which compa- 
ny is giving away the most t-shirts. Short 
that company's stock. 

While t-shirts were readily available, over- 
all freebie quantity and quality was low. The 
all-time best GDC freebie was about three 
years ago, when Microsoft was trying to 
draw developers to see their latest games in a 
nice ballroom adjacent to the convention. 
They set out cases and cases of silly string 
canisters (maybe 2000 canisters altogether). 
Within five minutes, the entire ballroom was 
covered in bright pink silly string, and it was 
soon deeply ground into the carpets. Within 
30 minutes, the silly string had migrated 
throughout the convention center and two 
neighboring hotels, and silly string attacks 
continued sporadically for the rest of the con- 
ference. I don't know what the carpet clean- 
ing bills added up to, but neither Microsoft 
or any other vendor has given away silly 
string ever since. 

I'll probably go to GDC again next year. 
By then, discussions on hyper-threads will be 
old hat, and only those games with mega- 
super-duper-threads will be on the bleeding 
edge. But some things won't change. 
Microsoft and Sony will still be the big play- 
ers, and Pll still be trying to mooch a free 
gourmet dinner off one of them. € 
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There are a few things I won't do when it comes to computer games, 
and my friend Trevor is now asking me to do one of them. 

“Okay, so when you want to go to engineering, you say ‘Lieutenant 
Commander Brex.' When you want to go to your tactical station, you say 
"Lieutenant Savali.’ When you want to go to red alert, you say...?" He's 
testing me. 

“Со to red alert?" 

“No, you don't have to say all that. Just say ‘red alert.'" 

“Why don't I just hit the hotkey?” I check the manual. “Shift 3?” 

"Because that's not voice activated technology. This is more immer- 
sive." 

“I’m not going to be able to remember all these people's names. Why 
can't I just say ‘tactical station?” 

“Look, you've seen Star Trek, okay? Did Kirk, Picard, or Janeway ever 
say ‘tactical station?” 

"I don't know. Maybe." 

“No, they didn't. They didn't say ‘tactical station.’ They addressed their 
crewmembers by name. That's the whole point of this game. Now have 
some respect. If you're so hell bent on using your keyboard, we can play 
Typing of the Dead later." 

I've actually tried voice commands with flight sims. I felt silly. It's not 
as if I don't feel silly enough playing computer games, but I try to live my 
life by the simple rule that if a girl were to walk into the room at any 
given time, I could explain what I'm doing without her laughing at me. 


dd ...| will not wear gaming aids. I’m reluc- 
tant to do anything resembling "jacking in." 
I'm not going to be the ur-geek testing new 


“jacking in" peripherals. PP 


This is a hard enough rule to live by when I'm playing computer games, 
much less actually talking to them. 

A corollary of this rule is that I will not wear gaming aids. I’m reluc- 
tant to do anything resembling “jacking in.” I'm not going to be the ur- 
geek testing new “jacking in” peripherals. Microphones are just one 
example, partly because I feel like I’m standing by to take your call. I 
used to have a helmet that let you control the mouse cursor by moving 
your head. Wearing this plastic silver helmet and wagging my head 
around made me look like a cross between Ian McKellen in X-Men and 
Katharine Hepburn in her later years. Then there was the force feedback 
vest I got one day. I put it on and discovered it was too small for me 
because it had been made for 8-year-olds. I got the hint. 

It all comes down to your personal threshold for immersion. How deep 


lute 


the things i won't do 


Down with my crew on the mic 


do you want to go and what are you willing 
to do to get there? I had a friend who was a 
crew chief in the National Guard. He used to 
play Longbow, a helicopter sim, while wear- 
ing a chopper pilot's helmet. With the visor 
down. This inspired me to put on bicycling 
gloves the next time I played Longbow. I'm 
not sure what effect I was going for, but I 
assumed helicopter pilots must wear some 
sort of gloves. Then my girlfriend came over 
and I answered the door forgetting I still had 
the gloves on. I mumbled some excuse about 
how they helped my grip on the joystick. 
That's when I instituted my simple rule. 

Computer games are toys. They're like 
action figures but more interactive. They're 
props for our imagination. Some people want 
to embellish them with the illusion of dialogue, 
with helmets, or with jiggling joysticks. They 
want a little extra push before stepping into 
these digital worlds of make believe. I don't 
know why that's so hard for me to appreciate. 

When I was eight, Bobby McAllister would 
use a gun-shaped stick when we played police. 
The rest of us had elaborate plastic guns and 
we made fun of Bobby. When he shot us, we'd 
refuse to die, telling him that he didn't even 
have a gun. I guess I’m more like Bobby 
McAllister now, in that I don't need much 
embellishment for my flights of make-believe. 
On the whole, I'm fine with icons, simple 
graphics, and hotkeys. The immersion is in my 
head. But who am I to look down at someone 
if he wants to talk to a computer game? 

Trevor barks something that sounds like 
an order at an Armenian restaurant. It 
sounds painful. 

*You okay?" I ask. 

“Му voice commands are in actual 
Klingon,” he says hoarsely, “That was sup- 
posed to be the order to fire disruptor cannons, 
but for some reason it lowered my shields. 
Hey, what's the key for raising shields?” 

There are reasons for not using voice-acti- 
vated technology, but the fact that it’s silly 
shouldn’t be one of them. This whole busi- 
ness is silly. 

“While you're at it,” he adds, disguising a 
cough, “Would you look up the key to fire 
disruptor cannons?” @ 
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